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uiTumm 

FAME AND 
SDRTUNEM 




Living on the edge ot an 
eternal galaxy, battl ing with 
opponents who seem to be 
reading your mind, you are 
about to captain your ship 
through one ot the great 
edge-of-your seat adven- 
tures of the 35th Century. 



Sitting on a mother lode of 
rich mining deposits.a new 
quadrant called the Parvin 
Frontier, is a mecca for sett- 
lers; entrepreneurson both 
sides of fhe law; and some 
of the worst scum in the 
universe. 



These space carrions have 
been the scourge of the 
shipping lanes; and as 
things stand now they are 
on the brink of starving out 
the entire quadrant and 
holding it hostage. 

No wonder the inhabitants 



of the Parvin Frontier will 
payalmostanythingtoany- 
onewhocangetthroughto 
them with a freight ship full 
ofsuppliesfromtheoutside 
world. 

But it's a tall order to fill, 
even for the experienced 
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- FIRING ORDERS 


LIST 


Status 


ID 


Shots 


Meapon 


T arget 
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3 


out-range 
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in-range 


A 
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Cannons 
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4 


broken 
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6 


no power 
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Blasters 


at 8 
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in-range 
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Cannons 


at D 


9 
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captain of the Psi-5Trading 
Company; because, need- 
less to say, these maraud- 
ers are not going to take 
too kindly to any last ditch 
efforts to spoil their little 
intergallactic carnage. 

So, if you're ripe for a stiff 
challenge and feel comfort- 
able in the role of Space 
Freighter Captain.your ship 
just came in. 

Choose your crew care- 

<S\ 




of talent to choose from; 
but will your pick hold up in 



first-the defence shields 
or your weapons? 



.dccokade 



• Keyboard or 
Joystick Controlled 

• Choice of 
Specialist Crew 

• Inter-ship video link 

• External view port 

• On board Computer 

• Navigational 
Cockpit 

• Superb weaponry 






Hi-Score 32 

Are you a champion gamer? 



The Trolls Tavern. 

Adventure news and chat from the Tavern. 



Dungeon dressing 

Adding combat to your adventures. 
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This month's reviews include the superb Borrowed 
Time from Activision. 



PB M Update 
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n solving 
to escape 
.rt with you 

various 

— strength, 

temperament, and morale (I 



twin English), 
its to keep these attributes 
as they get depleted try 



you set off to. 
The anima 
the whole th 
going to beat 
for a full revie 



I review in afUrther iss 



The plot is that you are trying 
to get the 8 digit code tha^w-itl 
blowing up the world 



game fellows thebattle of Tbbruk 
(surprise, surprise). The main 
feature of the gams is the arcade 



“■HESS 
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V miDNIGHT-SINN am . THE OFFICE IN I 
) BACK OFBOHZA GATOCS COMPUTER SOFTWARE. 
'MANAGER EDWIN BONG IS L OCKING UP FOR | 
TU€NI6HT^_^ 



WHAT WHS THAT? 



FDR ONE ENDLESS SECOND EDWIN BON 6 

stares into -met — — Vir 

paceoa..... nV syoAL JTU 



SD LONG SONG. 



_ANDU^rw THE GREW U6HT OF DAWN 'GOODBUE RON 7 A GAMP C 



UJHOEUER DID THIS STOLE A/D tHONE'd , TUSTTAPES. 

teL /YI&S7&R.TRON/C TAPES / ct& 



MAS' 



w PONtC board meen/ 



THAT'S THREE GAMES SHOPS AND TWO 
WAREHOUSES SMASHED THIS MONTH, 
ONUd OUR Games STOLEN -NONE OP 
Ot/R COMPETITORS .GENTLEMEN, 

I /-r’^ 77 me to call in ^FB 



HANG LOOSE , 
ILL GET BACK 
TO you .THEBES. 



UK - . f-HL J UUN I rHiMIL, I m C 

THE CASE . .some sorVoa 

MONSTER you RECKON . 

THAT HINT NO BIG DEAL- 

RememBER . . . 

Noeooy 
messes S 
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Set against a series of subtle 
backgrounds, Sai Combat has 8 skill 
levels and can be played by one or two 
players, with a choice of 16 moves. The 
combatant sprites are large and easy to 
control via keyboard or joystick. 



Rev up your engine and 
take to the skies to save 
yourcountry. Hunt down 
the enemy and build up 
your log of kills as you rise 
through the ranks to the 
elite of the RAF. 

Spectrum 48K £9.95 
AmstradCPC £9.95 
Commodore 64 £9. 95 tape, 
£12.95 disk 



■ 





Is Ultima IV the ultimate role-playing computer game? 
Gordon Ham let t goes in search of the unknown. 







eight typf 

rVt-'.o.f-. 



mages, aruio 
d shepherds. 






In the eight virtues that you we 
questioned on by the gypey. 
These Include valour, spiritual- 
ism, truth, compassion and Jus- 
tics. If all this sounds deliber- 
ately vague a 
thendont woi 



it wony — there Is 
3t of destroying S’ 
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ansmptbyStnclatrtoupdatethe — _ , 

Spectrum range without losing as much as *50) until It finally 

the existing so' 1 ' 2j| — — 

Although It 



spectrum 



IMghViyn 
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Light Amplification by 
Stimulated Emission of 
Radiation or a decent way to 
write your own games at last 
Mike Roberts take a look at 
Laser Basic from Oasis. 





thought possioie. forward to a turtner cnauenge or oeam. 

MSX64K spectrum 48K Amstrad C8NI 64/128 $■: 

nfin Graphics Software limited, Alpha House, 10 Carver Street, Sheffield SI 4FS. Tel: 0742-753423 - 






Argus Press Software Group Liberty House 222 Regent Street LONDON W1R 7DB 01-439 0666 



rTi 



SODOV THE SORCEF 

3D arcade action with 
magical animation. 



Spectrum 48K 






Fight Night 

little Computer People 

Young Ones 

Zorro 

Desert Fox 

Outlaws 

Yabba Oabba Doo 
Mercenary 
Back to the Future 

Enigma Force 
Kung Fu Master 
Arc ot Yesod 
ThoEidelon 
Crazy Comets 
Transformers 
Lord of the Rings 
Bounder 

Rock n' Wrestle 
YieAr KungFu 
Critical Mass 
Korons Rift 
Dragon Skuile 

Nightshade 

Scalectrix 



Commando 

Deathwake 
Zoids 
Mikie 

Enigma Force 

Transformers 
Cosmic Wartoad 
YieAr Kung Fu 
Panzadrome 
lord ot the Rings 
International Karate 
Barry McGuigan 
Winter Games 
Friday the 13th 
Arc of Yesod 
Tomohawk 
Saboteur 
Roller Coaster 
Sweevo s World 
Impossible Mission 
Surfchamp 
Gyroscope 
Gunfnght 
ArfstudiO 

Battle ol the Planets 
Bit® _________ 

West Bank 



670(1 
1120_ 
750 
1120- 
5-95 “ 



Road Fighter 


12.95 






Ping Pong 


1295 


Boxing 


1295 


YieAr Kung Fu II 


12 95 














Track n' Field l 




Track n' Field II 




Hypersports 1 


11.50 






















Kings Valley 


10 75' 


Circus Charlie 


_ 10 75 


Artartic Adventure 


10 75 


Monkoy Academy 


995 






Comic Bakery 


995 
















Le Mans 7 50 



I enclose cheque/P.O. for £ 







fLfZT*KCU^f 



THE GAME, 




ATARI CBM 64/128 

400/800/XL/XE— 48K f 8.95 Cassette 

£8.95 Cassette £12.95 Disk 

£12.95 Disk 



AM5TRAD 
464/664/6128 
£8.95 Cassette 
£14.95 AM5TRAD 5 "Disk 



£lrrr*KCJj>r 

-kfflJddfMM 




"The best road 
racing game I 
have ever seen.. 



BRILLIANT.'" 




"Superbly 
presented 
and extremely 
stylish" 




"Superb new driving 
game... throw away 
Pole Position and all 
its clones— this is 
the one you want" 




"One of the most 
addictive, 
high speed, 
adrenalin raising 
road games 
I've yet seen" 



ELEKTRAGUDE— COMING SOOM FOR SPECTRUM 48K/128K 



ENGLISH SOFTWARE 

123322522 ^ 



TM 

l 



1 North Parade, Parsonage Gardens, Manchester M60 1BX. 
Tel: 061-835 1358 
Distributed by U.5. (Bold 021-359 8881 










"lO POCK" each tape 
M/C Arcade Games, Gr 

"lO POCK" 1. £7 

-OR- buy all THREE • 



is a compilation o 
aphic/Text Odventu 

"lO POCK" 2. £7 

lO POCK" cassettes 



TEN games including!— 
es and Strategy games. 

"lO POCK" 3. £7 

Yours Tor ONLY £15 



GO TO JOIL. ASK Spectrum. THE property trading game now £4, 
Name Odd ress 



send stamped self addressed envelope for 
COMPUTER GAMER APRIL 1986 



Post Code 

•further game details 










Joysticks vary enormously. 
Some people will swear by a 
particular type whilst 
others will claim that using 
the same stick will halve 
their scores. Which is the 
best to choose? Mike 
Roberts gives his personal 
evaluation. 




I 
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prop* 00 ® ^ V '° 9 



MigW oon 

Gunner Qor< 



Gremlin Graphics Software Ltd., Alpha House, 10, Carver Street, Sheffield, SI 4FS. Tel: (0742) 753423. 











ILMsSl 








Choose your weapons - choose your role. Whose air force will do 
the victory roll? Whose commander will surrender? 

Aerial dog-fights - Tank battles - an elusive commander - The scene is s 
for a thrilling contest of skill and strategy. One or two player. 



— ^ vfostfftlec'cA/f . s S&rs&i. — 






c 





SPINDI^Y 



This game has a little top as 
your piece, however it can 
change into a marhle or a 
gyroscope at the press of a 
button — remind you of 
anything? Mike Roberts 
investigates. 






iwn 



7 
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B ve XT v re COMPETITION 







or Wyatt Earp. then here’s 



and Earp in Tombstone, you’ll be forced 
to face one challenge after another 
threatening not only your authority, 
but your life too. 



As the sheriff of Gold Gulch - as tough O landing in your wav will I 
a Wild West town as there ever was - 3 manner of fficase guns! 

^sundown 311 y0U d ° t0 S “ rvlve tom bank 7 ™ roughMover U lar ^°[ aphlcs ’ lifeUke action. 

I “ , ?)™ speople an(l p,ant vou in excitement so real you can almreTsmeU 

m yuui uiesi ana maicn uie exploits ot Boot Hiu. Like Masterson in Dodge City the gunpowder! 



cassette 

.95 



eft 

£».9J 




ADVENTURE 






Dungeon 
Dressin 



Gordon Hamlett shows you how 
put the fight hack into your 
adventures. 







All VENTURE 
R'E'V'I'E'M 



TIP., 



mm 

C-L-ll-B 



Big changes are about to 
happen in the Computer 
Gamer Readers’ Club. Rea 
on to find out more ... 



t forn 



30 



words maximum. All forms I 
must be completed In block 
capitals. Personal only — I 
no trade. We take no I 
responsibility for thereon- 

contact made. Include a I 
large SAE for replies. 

Contacting will work I 
along the lines of a PO box I 

be membership numbers. 
No addresses r r " " ~ “ 



r Gamer launched the 

ever readers' club. 

There was a massive 
response — greater^than we 

People applied from all 
range from 6 to over 6^> 
They received the club 
newsletter Hjjb •— •— “ — 

petitions, ant 







; 0 Voil READ? 







***** 

jon" 11. 







<SI 




I iiFJsgf la Etllfslf' iraiiKIII ifflli lit i HI 




AT LAST! 

America's premier solo 
role-playing system 
is now available in paperback 
from Corgi 

New "Two-ln-One" formats with an 
abridged rules system in each book! 
Full Tunnels and T rolls Rule Book 
also available. 

Five books out now. 

More to come throughout 1 986. 

SPECIAL INTRODUCTORY OFFER 
Tunnels and Trolls Rule Book and 
the bestselling adventure. 

City of Terrors, for only £3.95 
while stocks last! 



m 






Please Use Block Capitals and Include post 
code 

N AME (Mr/Mrs/Miss) 

ADDRESS 



smuip-T-m 



DON’T MISS OUT! 

Now that you have read this Issue of 
Computer Gamer and you know how 
Interesting and Invaluable it Is, wouldn’t It be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don’t have to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and 
thrills and excitement to come directly to you! 

Subscription Order Form 
Cut out and send to: 

Computer Qamer 
Infonet Ltd., ^ 

Times House, 

179 The Marlowes, ^ 

Hemel Hempstead, 

Herts. HP1 IBB. 



£16.60 for 12 issues UK □ 

£21.50 for 12 issues overseas surface postO 
£28.00 for 12 issues USA surface post □ 
£57.00 for 12 issues airmail □ 

~ I am enclosing my (delete as neoessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 



Debit my Access □ Bar clay card □ 

I III I I I I I I I I 1 I I I I I 




Leaders 
in their 
Field. 



^Leaders 
I of the 
| Pack. 



At AmTOio Software 



^Together- 
| bringing you the World s 
I Finest Spectrum Sof tware 



£ 9.95 

^^JohnMenzies. including V.A.T. 

wooiworths a n d a Jl90^softwrare The Greeni 






i 




ARENA 

Following the recent death in 
combat pf the previous champion 
you have been selected to 
represent England in the Arena, 
the 21 st Century’s warground. 
Have you the skill and application 
to prove yourself a champion? 






Available for: 

SPECTRUM 48K 
AMSTRAD 

£ 9.95 










SPECTRUM / AMSTRAD £7.95 



-STARSTRIKL fl 





A Daring New Action Packed Space-Race Adventure With All The Risks, 



Thrills And Death Defying Challenges You’ve Come To 



There are Players , 
and there are Survivors! 






Expect From Firebird. . . Publishers Of The U.K.’sMost Exciting Software 








mm 



This month we report from the 
first ever British PBM show 
and present the Computer 
Gamer PBM awards. 



Company of the Year 



Sloth, obviously collected 
the RPG game, &turnaiia 



sal game. Kings of Steel, 
oioth launched a new rule 
playing game at the show called 
The Enchiridion. 

Sloth beat PBM giants KJC and 

despite games of the calibre of 
Crasimoffe World (KJC) and 
Tribes of Krane (Mitre). 



•S 



t 



o 
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edTrui/siftSM, 



JpR£« 



A>|0 THER 



'^^larrei M 









45, ooo iiJCHes 



&bc?&V\ 



|sTOHACH i _ 



now; tH£N_ 
*««r£ 7 " 



^SuPe« cooPe« 
Fsped to «Y «escu 



rei*- 

eNC, off 5 ! 



HARK/ LOOK! 

THU .. SHeftLOcK 



*" r, P pens 8 OHP: 
~ 75 ^Tc 35 p£RT 
J^yPeR BO^D. I 



AO NT'S-' 



O^DOWVj 



ww/l H^'P-V iPlPg _ 



EWORHPPS 





•REVIEWS 



Eflii 



game of such magnitude mat it 
totally overahadowB eveiythlng 
Rise that comes in for that 



m 



of the game. The Amstran ver- 
sion of the game has been widely 
updated and expanded 









=1 






plague, but by 
rlthTauCetlll 



i, by this tune, n 
malfunctioning 



plex, you really have to play it to 
approbate it, and play It for a 
long time. It can talte a while to 
get Into the game, but it Is well 
worth It — a game worth buying. 

PLANET BAIMQ6 

OrlglnalHy **•»* 



to the planet — you are nying 
that skimmer. 

matlon along the right hand 
side, with the 5D display of the 




siit 





1 (U::i! 





*tv«r« 

t change duty 
•* change value added tax 
* change income tax 
C ohande justice or 



uSutej ff A 
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REVIEWS 



ESS El ff X 













enjoyable as watching It on TO, 
but with no sound effects It is like 
withtLs Bound'toMdoff°nntU 
these limitations are sorted out, 
I would approach Snooker with 



Elm 1 sGMA 



Eecaans Star Guide 

Black Hole — g This should 

0 



IS anytning tnat gets too close to it 
s immediately sucked into the 
vacuum. A game given this 
description is totally void of any 

I interesting features. J 

This is a small dying star that is 
now far from it's best. Any similar 
games may lack lasting appeal. 

I O I description wSi be™r?ght V and t ;ij> 

1 1 teresting and will support intelli- 

nr I f rI 8 ht *r than a bright star such a 
K> l ar ? e will have an outstanding 
feature or game system. 

rating you Should immediately 
— 1 bu y hi. Novas are 

Bright and spectacular and can in- 

fluence neighbouring planets 

s the ultimate in stellar 



galaxies. If a supernova game 
runs on a computer that you don’t 
then Ch6n , h buy machine and 
low, I Although 



uig this symbol as you' 
bably find it disappointir 



Planet ratings Game symbols. 



Planet ratings are marks These symbols indicate 
it of five for specific areas which category the game 

a damn Thooo holrmSo l n . ft (g hOWeVSI' 



f five for specific areas which o 
oi a game. These include belongs 
Originality, graphics, use possible _ 0 — „ ^ u 

oi machine and value for more than one group 
money. which case more than 

Originality — How symbol will appear by 
iriginal is the game? Is it a review, 
lompletely new idea or is it __ 

aan B3rd V9r8lon of Pao ' Adventure 
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UB MISSIONS 







AMSTRAB 
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THIS DISADI.Y MISSION 




A graphical adventure for Amstrad Computers 
by S.W. Lucas 



10 RED t# THE DEADLY NISSION #• 

20 REN ♦» ft BRAPKICS ADVENTURE BANE FOR 
ARSTRAD COMPUTERS «> 

30 REN *» EXCEPT THE 8254 m 
♦0 REH h S.N. LUCAS »» 

50 aat°'0.K. , :ab!* , t’i sorry 1 can't 90 
that nay!’ 

40 9l>301:N0DE 1 : CALL trBC02:PAPER OiCLS: 
PEN It 

70 LOCATE 9,2sPEN 3: PRINVTHE DEADLY NTS 
SION* : PEN 1 : PRI NTj PRINT* In a land Tar at 
ay there lives an evil Vizard, tho has 
terrorised the villagersof Ra tith his 1 
orcery.* 

BO PRINT'Nith hit cruel eagic, he has su 
bjected the areies of Boriath to his cr 
uel Hill and they are no* under his coee 

90 PRINT’At this eoeent his train is ful 
1 of eagical aeeunition taiting in a 
siding at Kirlov and ay eission is to 
destroy the train, together with the ti 



190 DATA in a well stocked village shop. 
,0,0, 0,0, in the village pub. A Hide pass 
age leadseast to the bar., 0 , 0 , 3,0 
200 DATA standing at the bar., 0,0, 0,2, in 
a quiet street to the north of the vi 
llage square, ,0,10,5,0 
210 DATA in a seall quadrangle. A stall 
croud of people are standing outside the 
village shop. , 0 , 0 , 0,4, in an alleyuay at 
the north of the sain street., 0,12*7,0 
220 DATA standing outside The Farter's 
Ares'., 0 , 0 , 8 , 6 , on the banks of a shallot 
river. A tall eountain range stands to 
the north., 0,14, 0,7 

230 DATA on a narrou footpath at the sid 
e of a shallot river., 0,15, 0,0, at the 
end of a tide shopping (all. ,4,0,11,0 
240 DATA in a shopping tali. A flight of 
stairs lead down. , 0 , 0 , 12 , 10 , in the tai 
n street., 4, 0 , 0, 11 

250 DATA by a large bandstand. ,0,0,14,0, 
in a stall park. ,8,21,0,13 



100 PRINT’before he does any tore hare.' 
110 PRINTiPRIHTiPEH 3iPRINT'Please help 

120 al«CHR*(!3) .RESTORE 130iF0R «*12B TD 
137iREAD b*ib**b**at! KEY x.btiNEXT 
130 DATA search, pray, go south, help, go te 
st, inventory, go east, score, go north, wait 
140 DIN sl(72,3),q»(72),v4(5),g*(30),bi( 
30),all30),nl(30),n2(30) 

150 RESTORE 190 

140 FOR x=l TO 72s READ q$(xl 

170 FOR y =0 TO 3:READ sl(x,y) 

1B0 NEXT y,x 



240 DATA in a dense tood. ,9, 22, 14,0, in a 
stall thicket., 0,0, 0,15 
270 DATA skating on a crotded village po 
nd. ,17, 17, 17,17, at the side of a frozen 
village pond. A tan stands at the side t 
ith a notice thich reads Skates for 
hire. ,0,0, 19,0 

2B0 DATA in a stall church yard. ,0,0,20, 
18, outside a locked church., 0,0, 0,19 
290 DATA standing next to the park gates 
thich are locked at the ioaent.,14,0, 
0,0, in a clearing in the toods. There is 
a large oak tree here. ,15,0,0,0 
300 DATA in the branches of an old oak t 




ree., 0 , 0 , 0 , 0 ,at the southern edge of the 
frozen village pond., 0,0, 25,0 
310 DATA in a field of golden corn. A bu 
ilding stands in the distance. ,0,32,24 
,24, in a seall field of grazing cots.,0, 
33,27,25 

320 DATA at the edge of a field. A stile 
leads out into a fart yard. ,0,0,0,24, 
in a fartyard. A stile leads test into 
a field of cots. ,0,0,29,0 
330 DATA outside a dilapidated farehouse 
. It's raining at the eoeent. ,0,35,0,2 
8 , in a stall root. An old tan sits aslee 
p in a chair by the fire. , 0 , 0 , 0,0 
340 DATA by the fan gate. ,0,0, 32,0, in a 
freshly planted field. ,25,0,0,31 
350 DATA in an overgrotn field next to a 
disused railtay line. A large hill lies 
to the test., 24, 0,34,0, by a narrot tunn 
el leading into a stone tall. ,0,0,0,33 
340 DATA by an enortous coapost heap., 29 
,0,34,0, standing in the fartyard next to 
a saal trusty car. ,0,0,0,35 
370 DATA on a cliff top overlooking a st 
orty sea., 31, 44, 38,0, on a cliff top. A b 
arbed tire fence prevents further pr 
ogress east., 0,0, 0,37 
380 DATA standing at the side of the 'Sp 
inning Haltzer' ride. ,0,44, 40,0, at the 
entrance to a large funfair, A narrot 
tunnel leads north into a stone tall., 
0,0,41,39 

390 DATA outside a stall factory, ,0,0,42 
,40, in a builder's yard thich is full of 
bathrooi fittents. ,0,0,0,41 







i* THEN zX=0 ELSE 420 



440 DATA inside the big top. A large cag 
e of lions stands in the centre., 0,0 
, 0 , 0 , outside a big top., 45,0,0,0 
450 DATA on a narrow footpath leading be 
tween tall trees. ,46, 0,0,0, in a waiti 



the grate. , 0,6 



N 22=1 ELSE IF jl='n 
640 pX=5:sl=0 
650 WHILE sXUO 
660 IF il-\ THEN S0SUB 2500 
670 NODE liCALL 6BC02: PAPER OiCLS 
690 IF pX>2? AND a2(51>l THEN jl=*l trip 
over the skates and break ay neck'sSOSO 




460 DATA on a footbridge over a narrow g 
auge railway. ,49, 0,56,0, in a snail b 

ooking office. The counter is closed bu 
t a ticket eachine stands inthe corner., 
0,0,0,55 

470 DATA in a large cage of lions., 0,0,0 
,0,in a ssall square. A busker plays his 
violin to the nest. ,55,65,59,0 
480 DATA in a narrox alleyway full of du 
stbins. ,0,0,0,58,at the end of a railway 
platfom. An oldcarriage stands here, 54 
,0,61,0 

490 DATA on a wide platfom. ,0,60,62,60, 
at the end of a wide platfom. ,0,0,0,61 
500 DATA in a bus station. There's not a 
bus in sight. ,0,0, 64,0, in a covered pa 
ssageway. ,0,0,65,65 

510 DATA in a covered arcade. ,58,70,0,64 
,at the end of an old railway carriage. , 
0,0,67,0 

520 DATA in a disused railway carriage., 
0,0, 0,66, in a railway siding. ,61,72,69,0 
550 DATA inside a large engine shed., 0,0 
, 0 , 68 , outside the public library which i 
s closed at the aonent. ,65,0,71,0 
540 DATA in a seal! courtyard at the bac 
k of the library. ,0,0, 0,70, standing unde 



8 1590 

690 IF pX=57 AND alil0)*0 THEN j$="The 1 
ions attack ee and 1 die a painful death 
! * sGOSUB 1590 

700 gl=g 2 -l!PEN 5iPRlNTM have just ";g2 
i'einutes to coeplete ay aission, "SPRINT 
710 IF gXU THEN jl=*The Eaperor's train 
has aoved off and I have failed in ay a 
issian. *:&0SUB 1590 
720 PEN 1 SPRINT jSsPRINTsPRINT'I aa 
PEN 2s PRINT qllpDsPEN 1 
750 PRINTs »*=*”: IF sl(pl,0)>0 THEN a»=*N 

740 IF sl(pZ,l))0 AND LENIaSDO THEN af= 
a*f;South’ ELSE IF s 2 (p 2 ,l )>0 THEN a«=* 
South* 

750 IF s2<pZ,2))0 AND LENlaSDO THEN aS= 
al**,East* ELSE IF sX(pX,2D0 THEN al=*E 
ast* 

760 IF sXlpX,3D0 AND LENlaSDO THEN aS= 
al*',Nest* ELSE IF sXlpI,5D0 THEN aS=*N 

770 IF pX=l OR pX»50 OR pX=57 OR pX=51 T 
HEN aS=* 0 ut* ELSE IF pX=67 OR pZ=4B OR p 
X»2 THEN aS=aS«",0ut* 

780 IF pX=5 OR pX=7 OR pl=29 OR pX=41 OR 
p2=52 OR pX=60 OR pX=51 THEN aS=aS«",ln 
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400 DATA in a saall carpark at the edge 
of town. A terrible traffic jaa prevents 
ae driving south., 0,50, 0,0, in a sa 
all graveyard on the cli f f tops. Awild do 
g prevents further progress. ,37,0,0,0 
410 DATA outside a group of caravans., 0, 
52, 46,0, by a stall covered with playing 
cards. Aaan offers 3 darts for fifty pen 
ce. ,39,53,0,45 

420 DATA in a saall office. A calendar d 
ated 1982hangs on the wall. ,0,0, 48,0, in 
a saall factory. The aen are busy on soa 
e strange aachines., 0,0, 0,47 
430 DATA on the paveaent at the side of 
a traffic jaa., 0,0, 50,0, at the side of a 
busy road., 43, 0 , 0 , 49 




rneath a signal box, , 68 , 0 , 0,0 
550 RESTORE 570:F0R »=! TO 20 
560 READ gSla) ,bXlx) ,nS (x ) snXIx 1 -x :NEXT 

570 DATA an araed guard. ,53, guard,a set 
of car keys, 2, keys, a foreign agent, 49, ag 
ent,a coin,, 4, coin 

580 DATA a pair of skates, 1, skates, the s 
hop assistant,], assistant, the baraan,3,b 
araan,a revolver, .72, revolver 
590 DATA the signalaan,72,signalaan,a wh 
ip, 71, whip, a stick of pynaaite,57,dynaai 
te,a detonator, 68 , detonator 
600 DATA a fuse, 47, fuse, active pound not 
e, 23, note, the eaperor's tr«i n ,61 , train 
610 DATA a golden bullet, 44, bul let ,a sha 
rp knife, 28 , knife, a steel bar, 66 , bar, a b 
oi of patches, 3, Batches, a coaputer terai 
nal , 47 , coaputer 

620 LOCATE 3,20iPEN l:PRINT*Do you want 
pictures <V/N> *j 

630 INPUT 2 i:zi°L 0 NER$l 2 $l:lF z»=*y* THE 



* ELSE IF p7,=51 THEN aS=*ln* 

790 IF pX’18 OR pX=62 THEN al=aS*",Up" E 
LSE IF pX=ll OR pX=56 THEN a»=a»*‘,Down* 
BOO IF pX=23 THEN al=*nowhere obvious’ 
810 PRINT’I can go i-'iPEN 2:PRINT a»:PE 
N liPRINT 

820 e=0;F0R t=l TO 20 
830 p=0j IF bXltDpX AND e =0 THEN e=l:PEN 
liPRINT*! can see :-* 

840 PEN 2 : IF bX(t)=pX THEN PRINT gilt) 
850 NEXT tsPEN liINPUT'Nhat should 1 do 
now ' i 2»!2*=L0HERI Iz< 1 ibMLEFTJ <z* , 2) id 
=LEFTtl2*,3)id*=LEFT*(zl,4l 
860 k= 0 ij*=*“ 

870 PRINT CHR»l7)iIF (bl=V OR d*="go n 
') AND sX(pX.O) >1 THEN ji=aat:pX=sXlpX,0 
)lk=l ELSE IF (b»=*n* OR dS=’go n*l THEN 
j$=ablsk=l 

860 IF- lbl="s* OR dl=*go s') AND sXIpX.l 
)>] THEN j»=aa»ipX=sX(pX,l):k*l ELSE IF 
tbl=*s* OR dl=*go s*l THEN j4=ab»:k=l 
890 IF lb*=*e* OR d»='go e*l AND sX(pX,2 



)>! THEN j*=aa*; pX=s2(pX,2> : k=l ELSE IF 
lb<='e' DR dl="go e'l THEN j*=ab*:k=l 
900 IF (b»=V OR dl='go »*) AND sX(pX,3 
))1 THEN j$=aa$:pX=sIlpX,3):k=i ELSE IF 
(bl*V OR dJ="go »") THEN j*=abt:k=l 
910 IF d="in" OR d*=*go i' THEN 60SUB I 
HO: k=l ELSE IF cl="out' OR dl='go o" TH 
EN k=l:SOSUB 1170 

920 IF c$="up" OR d$='go u' THEN k=l:BOS 
UB 1210 ELSE IF c$='don' OR dl=‘go d* TH 
EN k=l:G05UB 1220 ELSE IF cS="sea' THEN 
j»=‘l can’t Find anything here!':k=l 
930 IF c*='di' THEN kM-.GDSUB 1230 ELSE 
IF cl='jue' THEN k=l:60SUB 1240 ELSE IF 
ct=‘pad‘ OR cJ='«ad‘ THEN k=l: GOSUB 125 
0 ELSE IF c»='sei" THEN GQSUB !260:k=l 
940 IF c»='ope" THEN k=l:BOSUB 1270 ELSE 
IF c»='sta* THEN k=l:SOSUB 1280 ELSE IF 
c*='cra' THEN GOSUB 1300: k=l 
950 IF c*=”eat“ THEN k=l:j*='eat what?" 
ELSE IF dt=*driv" OR dl="go c' THEN k=l: 
GOSUB 1310 ELSE IF c*=-kil' THEN j$='Ho. 
do you want to kill ?": k=l 
940 IF c4="get" OR c*="tak' THEN k=l:SDS 
UB 1350 ELSE IF c4='dro" OR c»=*lea' THE 
N k=l: GOSUB 1470 ELSE IF c»='inv" THEN k 
=1:E0SUB 1520 

970 IF ct="buy' THEN GOSUB 1620 ELSE IF 
c*='uea' THEN 60SUB 1670 ELSE IF ci--'re« 
• THEN GOSUB 1710 ELSE IF c»='ska' THEN 
k=l: GOSUB 1720 

980 IF c*=*exa' THEN k*l: GOSUB 1760 ELSE 
IF c*=’sta* THEN GOSUB 1800 ELSE IF c»= 
’sho" THEN k=l: GOSUB 1B30 ELSE IF c«="Ii 
g* THEN k=l:GOSUB 1880 
990 IF coins’ OR c*='set' OR c*='fas' 
THEN GOSUB 1910: k=l ELSE IF cJ='sco' THE 
N jJ="You really lust take this acre ser 
iouslyyou know!*:k=l 

1000 IF c*="sav‘ THEN k=l:6DSUB 1960 ELS 
£ IF ci='loa' THEN k=l:GOSUB 2080 ELSE I 
F ct='fix' OR dt='atta' THEN K=l:GOSUB 2 
200 

1010 IF cl=’put' OR cl»“pla’ THEN GOSUB 
2260 ELSE IF c*='unl' THEN j»='I can't" 
:k=l ELSE IF cl*'hel" THEN k=l:GOSUB 244 
0 

1020 IF cJ='loo" THEN j»=aa*:zX=l:k=l EL 
SE IF c*='»or' THEN zX=0:k*l 
1030 IF k=0 AND LEN(zS) >0 THEN jS="I'e s 
orry 1 don't seei to understand you" 

1040 NEND 

1050 CLS: PEN 1: LOCATE 7,2:PRINT'C o n g 
r a t u 1 a t i o n s':PEN 2 
1060 PEN 3:L0CATE I ,5: PRINT’You light th 
e (use and retire to a safe distance. Th 
ere is a loud explosion and through the 
seoke you can just see the* 

1070 PRINT’Reiains of the train." 

10B0 LOCATE !,15:PEN 2:PRINT'You have ea 
naged to destroy the Nizard and have so 
lved this adventure.' 



1090 LOCATE 3,25:PRINT'Press the (Space 
Bar) to play again.* 

1100 at*" 

1110 NHILE a»<>" ':a*=lNKEY» 

1120 NEND 
1130 RUN 

1140 IF pX=5 THEN p2= l : RETURN ELSE IF pZ 
*7 THEN pX»2: RETURN ELSE IF p2=29 THEN p 
2=30: RETURN 

1150 IF p2=41 THEN pi=4B:RETURN ELSE IF 
pX=51 THEN pl=57: RETURN ELSE IF pZ=52 TH 
EN pl=51: RETURN 

1160 IF pX*60 THEN pl=67: RETURN ELSE jt= 
ab»: RETURN 

1170 IF pl=l AND aX(5l=l AND aX(6)=0 THE 
N j$=’A store detective arrests ae for t 
heft as I leave the store. * :60SUB 1590 
1180 IF pi=t THEN pI=5:RETURN ELSE IF p2 
=2 THEN pl=7:RETURN ELSE IF p2=30 THEN p 
X=29: RETURN 

1190 IF pX=48 THEN pX=41: RETURN ELSE IF 
pX=57 THEN pX=51:RETURN ELSE IF pZ=5! Ik 
EN pX=52:RETURN 

1200 IF pl=67 THEN pX=60:RETURN ELSE j»= 
abi: RETURN 

1210 IF pX=18 THEN pX=ll:RETURN ELSE IF 
pX=62 THEN pX=56:RETURN ELSE j$=ab»:RETU 

1220 IF pX=ll THEN pX=18:RETURN ELSE IF 
pX=56 THEN pX*62:RETURN ELSE jl=ab$:RETU 
RN 

1230 IF pX=22 THEN ?I*23:RETURN ELSE IF 
pl=27 THEN pI=28:RETURN ELSE IF pl=28 TH 
EN pX=27: RETURN ELSE j»='Not here!':RETU 
RN 

1240 IF pl=23 THEN pl=22: j*='Pheu... just 
•ade it!':RETURN ELSE j*-'Don't be absu 
rdl'sRETURN 

1250 IF pX=8 THEN pl=9: RETURN ELSE IF pX 
=9 THEN pl=8s RETURN ELSE jl='Not here!': 
RETURN 

1260 IF pX=8 OR pX*9 THEN )4='The eater ' 
s not deep enough ! ' : RETURN ELSE j*='not 
here! '.■RETURN 

1270 IF pl<>31 THEN j*='I can t do that 
just yet!': RETURN ELSE IF aa>0 THEN j»=' 
The gate's locked "iRETURN ELSE j$='lt'i 
already open ! *:RETURN 
1280 IF pX<>31 THEN j$='not here!':RETUR 
N ELSE IF a! (181=0 THEN j*='Nhat eith?': 
RETURN ELSE IF aa>0 THEN j«='It's alread 
y open! 'iRETURN 

1290 aa=l : sX (31 , 1 1 =37: jl='The gate suing 
s open as you stash the lock uith the 
bar. '.-RETURN 

1300 IF pX=34 THEN pX=40:RETURN ELSE IF 
pX=40 THEN pX=34: RETURN ELSE j$='Don't b 
e silly!' iRETURN 

1310 IF pX=36 OR pX=43 THEN GOTO 1320 EL 

SE j»='Don't be absurd!':RETURN 

1320 IF aX(2)>0 THEN jt=‘The car uon't s 

tart uithout a key! 'iRETURN 

1330 3t='I drive the car for the short d 



AMSTRAD 



istance along the road.': IF pX=36 THEN 
pl*43 ELSE pZ=36 
1340 RETURN 

1350 GOSUB 1430: IF 11=0 THEN PRINT'I don 
t see 'llliRETURN 

1360 eX=0;FOR x=l TO 20: IF bX(x)=pI AND 
nX(r)=x THEN eX*l 

1370 NEXT: IF eX=0 THEN PRINT'I don't see 
'ill: RETURN 

1380 IF r*l OR r=3 OR r=6 OR r=7 OR r=9 
OR r=15 OR r=20 THEN j»='Don't be silly! 
■iRETURN 

1390 IF r*19 AND aX(7)=0 THEN jl='The ba 

rean deeands 20p froa te! 'iRETURN 

1400 aX(r)*l:eI=O:F0R x=l TO 5: IF v»(x)= 

" THEN v*(»)=g$(nX(r)):iX=l:x=6 

1410 NEXT: IF eX=0 THEN j»='Hy hands are 

full! '[RETURN 

1420 bX(nX(r))=0:RETURN 

1430 l»=":xx*INSTR(z»,' '):r=0 

1440 H=0:lt=RlGHTS(z$, (LEN(zD-xxl)iIF 

LENIUX2 THEN RETURN 

1450 FOR x=l TO 20: IF LEF«(n$(x) ,LEN(1I 

»=1* THEN r=x:ll=l 

1460 NEXT iRETURN 

1470 GOSUB 1430: IF 1X<1 THEN jl='I don't 
have 'il*:RETURN 

1480 eX=0:F0R x=l TO 5: IF vl(x)=g*InX(r) 

) THEN v*(x)=":eX»l 

1490 NEXT: IF eX»0 THEN jl='l'a not carry 
ing *»1»:RETURN 
1500 bX(nX(r))=pX:aX(r)=0 
1510 RETURN 

1520 ClS:e*0:PEN liPRINT'I at carrying : 
-* : PEN 2:PRINT 

1530 FOR x=l TO 5: IF v*(x)<>'' THEN PRIN 

1540 NEXT: IF e=0 THEN PRINT'Nothing at a 
11' 

1550 IF aX(5)=2 THEN PRINTiPEN 3:PRINT:P 
RlNT'I’t nearing a pair of ice skates.' 
1560 PEN 3:LDCATE 5,25:PRINT'Press the s 
pace bar to continue.' 

1570 at=":NHILE a*<>' ■ 

1580 a4=!NKEY4: NEND: RETURN 
1590 CLSiPEN 1:PRINT jJsLOCATE 3,20:PRIN 
T'Press the (Space Bar) to play again." 
1600 at=":NHILE a*(>' ':aS=INKEY$:»END 
1610 RUN 

1620 k»l: GOSUB 1430: IF aX(14)=0 THEN jS= 
*1 have no toney!’ [RETURN 
1630 IF pX=3 AND r=19 THEN j*='The barea 
n looks at ey eoney and says 'no Chang 
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e late... tike thei and 91 ve ae the inney 
1 at»r ! ' ' : al (7! =1 i SOSUB 1350s RETURN 
1640 IF r<>5 THEN j*-"Don't be silly!":R 
ETURN 

1650 j*=*I pay the assistant! ':F0R x=l T 
0 5s IF v*(x)=g*(l»> THEN v*lx)="soie cha 
nge"tg$(t4)»*$(x) 

1660 NEXT!iXI6)=l:n»(14)'"change*!60SU8 
1350s RETURN 

1670 k=lsG0SUB 1430s IF r(>5 THEN j*="t c 
an't -ear "tUsRETURN 
1680 IF aX(5)*0 THEN jJ-M've not got th 
ii Kith le 1 " s RETURN ELSE IF aXI5)=2 THEN 
j#='I'i already -earing thee! "sRETURN 
1690 j*=aa*s a% 15) =2: FOR x=! TO 5sIF v*(« 
)=g»(5> THEN v»(x!=" 

1700 NEXT: RETURN 

1710 k=ls IF aXI5)<>2 THEN jl-Ti not -e 

aring the skates ! ‘s RETURN ELSE aX(5)=0:b 

X(5)=pX:j»=aa»:RETURN 

1720 IF aX(5!<>2 THEN J4="Ho» can I skat 

e -hen I 'a not -earing anyskates ?*sRETU 

RN 

1730 IF pl=18 DR pX=17 OR pX=24 THEN 174 

0 ELSE j»="not h ere !'s RETURN 

1740 il-'Isn't this fun!":!F pX=18 THEN 



ab=l ELSE IF pX=24 THEN ab=0 
1750 IF pX=24 OR pl*18 THEN pX=17s RETURN 
ELSE IF ab=l THEN pX=24: RETURN ELSE pX= 
ISsRETURN 

1760 BOSUB 1430s IF r=0 THEN j*=*I see no 
thing special *sRETURN ELSE IF aXlr>=0 TH 
EN j<="I don't have it! "sRETURN 
1770 IF r=12 THEN jl*"a notice on the si 
de reads 'set in position on dynaei 
te, fix fuse, place in position and li 
ght. Retire to safe distance. '"sRETURN 
17B0 IF r<>20 THEN j»="l see nothing spe 
cial * : RETURN ELSE IF pX<>47 THEN ;»="Not 
herel’sRETURN 

1790 jl="The screen displays a lessage.. 
..'Stab the secret agent before he has 
chance tokill you! '.! "sRETURN 
1800 k=l:60SUB 1430s IF r<>3 THEN jt="Tha 
t -ould be too dangerous! "sRETURN ELSE I 
F pX<>49 THEN j*»"I can't see hie hire" 
sRETURN 

1810 IF aX(17)=0 THEN jl="Hhat -ith ?"sR 
ETURN 

1820 IF aX(21l>0 THEN )6="He’s already d 
ead! "sRETURN ELSE j*=aa*+" I can get pas 
t hi* no»!"sgt(3)="a dead body! "saX(21)= 
1 : sX(49 , 1 )=55s RETURN 
1830 BOSUB 1430s IF r=0 THEN j*=*Ki 1 1 aha 
t?" sRETURN 

1B40 IF rOl THEN j»="That's not the rig 



ht approach here! "sRETURN ELSE IF pX<>53 
THEN j$="l can't do that here! "sRETURN 
1850 IF aX 181=0 THEN j*="I have no gun a 
nd the guard shoots ie.‘s8QSUB 1590 
1860 IF aX( 161=0 THEN jd="I fire the rev 
olver but nothing happens. The guard shoo 
ts ee.'s SOSUB 1590 

1870 sXI53,l)=58sg$(l)="a dead body"! j*= 
11(1 SOUND 1,123,12s RETURN 
1880 SOSUB 1430s IF aX(l9)=0 THEN j*="I h 
ave no light!" sRETURN ELSE IF rOlS THEN 
j*»"l can't light that! "sRETURN 
1890 IF pX<>61 THEN j»*"There'i no point 
in doing that here! "sRETURN ELSE IF aX( 
22X2 THEN jl=Tve not planted the expl 
osive yet! "sRETURN 
1900 iX=10:RETURN 

1910 IF aX(ll)=0 THEN jd="I can't do tha 
t just yet!" sRETURN 

1920 BOSUB 1430s IF r<>12 THEN j»="! can 
not do that ! ’sRETURN ELSE IF aX(12)=0 TH 
EN j»*'I don't have the detonator I'sRETU 
RN 

1930 aXI23)*lsF0R x»l TO 5sIF vl(X)=G*(l 
II THEN v»(x)="a stick of dynaiite -ith 
a detonator attached" sgtl 11 )=v$(x) 



1940 IF v»(x)=g*ll21 THEN vl(x)="" 

1950 NEXTs j*=aa4s RETURN 

1960 CLSsPRINT'Please insert disc or tap 

1970 QPENOUT'data" 

1980 FOR x=l TO 72:PRINT»9,q»(x)sNEXT x 
1990 FOR x=l TO 72sF0R y=0 TO 3sPRINTI9, 
sX (x ,y> s NEXT y,x 

2000 FDR x=0 TO 20:PRINTI9,g»l*l sNEIT x 
2010 FOR x*0 TO 20sPRINT»9,bX(x)sNEXT x 
2020 FOR x*0 TO 20:PRINT#9 ,n*f* ) sNEXT x 
2030 FOR x*0 TO 20sPRINT*9,nXlx)sNEXT x 
2040 FOR x=l TO 5:PRlNTI9,v»lxl:NEXT x 
2050 FOR x*0 TO 30sPRINT»9,aX(x>sN£XT x 
2060 PRINTi9,pX,aa,ab,sX,gX 
2070 CLOSEOUTs j*=aa»: RETURN 
2080 CLSsPRINT'Please insert disc or tap 

2090 OPENIN’data" 

2100 FOR x*l TO 72:INPUTI9,q*(x):NEXT x 
2110 FOR x=l TO 72s FOR y=0 TO 3:INPUTI9, 
sXlx.ylsNEXT y,x 

2120 FOR x=0 TO 20:INPUTt9,gJ(x):NEXT x 
2130 FOR x=0 TO 20sINPUT»9,bX(xl:NEXT x 
2140 FOR x*0 TO 20sINPUTI9,n»(x):NEXT x 
2150 FOR x*0 TO 20s INPUTI9,nX(xlsNEXT x 
2160 FOR x=l TO 5s INPUT*9, v* (* ) s NEXT x 
2170 FOR x=0 TO 30s I NPUTB9 , aX ( x > : NEXT x 
21B0 lNPUTI9,pX,aa,ab,sX,gX 
2190 CLOSEIN: j*=aa*s RETURN 



2200 60SUB 1430s IF r<>13 THEN jl="l can' 
t attach or fix the "♦llsRETURN 
2210 IF al(13l*0 THEN j*="I don't have t 
he fuse! "sRETURN ELSE IF aX(23)=0 THEN j 
<=’I can only do that -hen I've fastened 
the detonator to the dynaset te! "sRETUR 

2220 FOR x=l TO 5: IF v*(x)=g*(13l THEN v 

2230 IF v*(x>»g*lll) THEN v*(x)=g»tllH" 
and a fuse connected. ":gllll)=v»l<) 

2240 NEXT 

2250 aX(24)=l:j*="I fix the fuse to the 
detonator, -hich is non ready for use." 
sRETURN 

2260 k=lsG0SUB 1430sIF rOl! THEN jl="l 
can't plant the "♦UsRETURN ELSE IF aX(l 
11=0 THEN jl="I don't have i t ! * s RETURN 
2270 IF pX<>61 THEN j*="This is neither 
the place nor the tiee for -easing abou 
t! "sRETURN 

2280 a! (221=2: jl="You place the dynaiite 
in position. "sbX(ll)=61:F0R x=t TO 5sIF 
v»(x)=gl(ll) THEN vl(x>="" 

2290 NEXTs RETURN 

2300 NODE Os CALL 6BC02 

2310 IF pX=5 THEN 60SUB 2480:60SUB 2460: 

RETURN ELSE IF pX=69 THEN BOSUB 2570:805 

UB 2460: RETURN 

2320 IF pl>6 THEN 60SUB 2540s BOSUB 2460: 
RETURN ELSE IF pX=72 THEN BOSUB 2630:60S 
UB 2460: RETURN 

2330 IF pt=25 THEN 60SUB 2690:60SUB 2460 
sRETURN ELSE IF pX=8 THEN GOSUB 2730sB0S 
UB 2460:RETURN 

2340 IF pX=30 THEN colX=13:conI=3:G0SUB 
2760:6OSUB 2460:RETURN ELSE IF pX=20 THE 
N 80SUB 2790: BOSUB 2460: RETURN 
2350 IF pX=54 THEN colX=4:conX=9:60SUB 2 
760s BOSUB 2460:RETURN ELSE IF pX=34 THEN 
BOSUB 2860: GOSUB 2460: RETURN 
2360 IF pl=33 THEN GOSUB 2870: BOSUB 2460 
sRETURN ELSE IF pX=3 THEN SOSUB 2900: 60S 
UB 2460s RETURN 

2370 IF pX=39 THEN GOSUB 2940s 60SUB 2460 
.•RETURN ELSE IF pl=27 THEN GOSUB 2960:60 
SUB 2460:RETURN 

2380 IF pX=21 THEN GOSUB 2970s GOSUB 2460 
sRETURN 

2390 IF pX=47 THEN colX=14:conI=15:B0SUB 
2760s GOSUB 2460 sRETURN ELSE IF pX=59 TH 
EN colX=l:conX=8:G0SUB 2760:60SUS 2460sR 
ETURN 

2400 IF pX=66 THEN colX=6sconX=10:60SUB 
2760: GOSUB 2460.-RETURN ELSE IF pX=56 THE 
N SOSUB 2990:60SUB 2460s RETURN 
24)0 IF pX=12 THEN GOSUB 3020:60SUB 2460 
sRETURN ELSE IF pX-35 THEN GOSUB 3060:60 
SUB 2460; RETURN 

2420 IF pl=70 THEN GOSUB 3070: GOSUB 2460 

sRETURN 

2430 RETURN 

2440 IF pl=31 THEN j»="!'d find soiethin 



>71-11= DIEADI.Y 
— ►MISSION 
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9 to tush the lock with! *:RETURN ELS 
E IF pX=36 OR pX=43 THEN Jl'M'd drive t 
he car if I had the keys • *:f?ETURN 
2450 IF pX=27 OR pX=28 THEN jl="I'd die 
b the stilel'sRETURN ELSE haven't 
a clue! * : RETURN 

2460 HINOOU #1 ,2, 18, 24, 25: PAPER #1 ,5:PEN 
II, 4:PR1NTI1, -Press (Space Bar)- 
2470 al=INKEY*:lF a JO 1 * THEN 2470 ELSE 
RETURN 

2460 NINDON tl,l,20,l,IO:PAPER l),10:CLS 

II 

2490 NINDON «2, 1 ,20, 1 1 ,25: PAPER I2,12iCL 
SI2 

2500 FOR yd TO 200: HOVE 100,y: DRANR 200 
,y,4:N0VE 500,y:DRANR -200,y,4:NEXT 
2510 HOVE 100,200:DRANR 400,0,5 
2520 FOR x= I TO 3:F0R y=100 TO I50:H0VE 
1 20** »1 00 , y : DR AMR 40,0,5:NEXT y,x 
2530 RETURN 

2540 PAPER 9:CLS:NIND0N *1 ,8, 12, 7 , 9: PAPE 
R II ,5: CLSI1 :PEM 4 

2550 HOVE 0,0: DRAW 220,260iNOVE 640,0:DR 
AN 380,260 

2560 HOVE 0,400iDRAN 220,300;H0VE 640,40 

0: DRAN 380, 300: RETURN 

2570 NINDON II , 1 ,20, 1 , 17:PAPER ll,10iCLS 

• I 

2580 NINDON 12, 1 ,20, 18,25: PAPER I2,B:CLS 

12 

2590 FOR ydOO TO 250:H0VE 70,ys DRANR 45 
0,0,6:NEXT y 

2600 FOR y»170 TO 230iF0R x-100 TO 420 S 
TEP 60: HOVE x,y: DRANR 40,0,5:NEIT x,y 
2610 FOR y*250 TO 300:H0VE y-200 , y : ORAWR 
470,0,9iNEIT 

2620 HOVE 570,300: DRANR 50, -50, 5: DRANR 0 
,-140,5: RETURN 

2630 NINDON 11 , 1 ,20, 1 , 16:PAPER H.lOtCLS 

II 

2640 NINDON 12, 1 ,20, 17, 25:PAPER I2,12:CL 
SI2 

2650 FOR ydOO TO 200.-H0VE 1 00, y: DRANR I 
00 , y- 1 00 , 3 : HOVE 300,y:DRANR -100,y-100,3 
:NEXT y : HOVE 100,200:DRANR 200,0,5 
2660 FOR y=130 TO 170:F0R xdlO TO 290 S 
TEP 40 i HOVE x,y: DRANR 20,0,4:NEXT x,y 
2670 FOR y=75 TO 78: MOVE 0,y:DRANR 640,0 
,5:NEXT:F0R y=45 TO 48:H0VE 0,y: DRANR 64 
0,0,5:NEXT 

2680 FOR x=0 TO 640 STEP 20: HOVE x,45:DR 
ANR -10,30,4:NEXT:RETURN 
2490 INK 13,9:PAPER 13:CLS:DE6:F0R r=180 
TO 360 STEP 0.5: HOVE 320,400: DRANR 400* 
COS(r) ,300*SINIr),2:NEXT 
2700 FOR y=220 TO 400:H0VE 0 , y : DRANR 640 
,0,2:NEXT:F0R y>100 TO 180.-HOVE 250,y:DR 
ANR 120,0,1 1 (NEXT 

2710 FOR ydOO TO 130:HDVE 3 00, y: DRANR 2 
0,0,5:NEXT:F0R yd80 TO 210:HOVE 310, y:D 
RANR 270-y,0,3:H0VE 310, y : DRANR y-270,0, 

3: NEXT 
2720 RETURN 



2730 PAPER 5: INK 13,9; INK 1 1 ,22-.CLS: FOR 
y=300 TO 400: HOVE 0, y: DRANR 640,0,2:NEXT 
2740 FOR xdOO TO 360:H0VE 100*x/3,x:DRA 
NR 350-x, 0,13: NEXT: FOR tMOO TO 90 STEP 
-l:HOVE 0, t: DRANR 420-t,0,12:NEXT 
2750 FOR y=390 TO 120 STEP - I : MOVE 280*y 
/2,y: DRANR -y*390,0,13:NEXT y : FOR t=379 
TO 84 STEP -l.'HOVE 640, t : DRANR t-399,0,1 
2:NEXT:RETURN 

2760 INK I3,co 1X:PAPER 13:CLS:HIND0N II, 
8, 12, II , 15:PAPER tl,conI:HOVE 0,0:DRAN 2 
60,1B0,3:H0VE 640,0:DRAH 345,180,3:CLS I 
1 

2770 HOVE 1,400: DRAN 230,240,3:H0VE 630, 
400: DRAN 380,240,3:F0R t=400 TO 239 STEP 
- 1 : HOVE 319,t:DRANR (t/3-80) *4,7*50,0,5 

2780 HOVE 319,t:DRANR -!t/3-80)«4. 1-90,0 
, 5:NEXT: RETURN 

2790 INK 13,9: PAPER 13:CLS:F0R t=149 TO 
399: HOVE 0,t: DRANR 640,0,2:NEXT:REST0RE 
28i0:H0VE 450,350:F0R xd TO 40: READ d 
2800 HOVE 450+ (40-dl /2 , * +350: DRANR d,0,l 
:NEXT 

2810 DATA 6,10,16,20,24,24,28,30,32,33,3 
4,35,36,37,38,38,39,39,39,40,41,40,39,39 
,39,38,37,36,35,34,33,32,30,28,26,24,20, 
16,10,6 

2820 FOR y=150 TO 300:HOVE 69,y:DRANR 32 
0.0.9:NEXT:REST0RE 2BI0:H0VE 135,190:FOR 
xd TO 40:READ d 

2830 HOVE 1 35* ( 40-d I /2 , x ♦ 1 90: DRANR d,0,3 
:NEXT:FOR y=150 TO 210:H0VE 135,y: DRANR 

40.0. 31NEXT 

2840 FOR y=150 TO 350:H0VE 60,y: DRANR 40 
,0,B:NEXT:RESTORE 2810:N0VE 60,330:F0R x 
’1 TO 40: READ d 

2850 HOVE 60* 140-d) /2 , x *330: DRANR d,0,8: 
NEXT: RETURN 

2860 PAPER 5:CLS: INK 13,9:F0R td TO 101 
:HOVE 0,t:DRANR 639,0,13:NEXT:DE6:F0R y= 

0 TO 180 STEP 0.35: HOVE 320,100:DRANR 20 
OaCOS(y) ,300»SIN(yl,B:NEXT:flETURN 
2870 PAPER 0: INK 13,9:aS:F0R y»l TO 200 
:HOVE 0,y:DRANR 640,0, 13:NEXT: FOR yd TO 
200: HOVE 250+y/4,y: DRANR 200-y/2,0,9:NE 
XT 

2880 FOR y=200 TO 390:H0VE 10+y,y: DRANR 
800-y*2, 0,12: NEXT: RESTORE 2810:H0VE 50,3 
50: FOR xd TO 40: READ d 
2890 HOVE 50* (40-d) /2,x*350: DRANR d,0,l: 
NEXT: RETURN 

2900 PAPER 5:CLS:F0R x*298 TO 301:H0VE x 
,300: DRAN x,400,4:NEXT:REST0RE 2810:H0VE 
2B0 , 300: FOR xd TO 40: READ d 
2910 HOVE 280* 1 40-d ) /2 , x *300: DRANR d,0,l 
sNEXTiFOR y*210 TO 214:H0VE 250, y: DRANR 

180.0. 4: NEXT 

2920 FOR x=270 TO 274IH0VE x,150:DRANR 0 
,71 ,4: HOVE x+140,151:DRANR 0,70,4sNEXT 
2930 FOR yd20 TO 124:H0VE y, 150: DRANR 0 
,100,4:HOVE y+70, 150: DRANR 0,50,4:NEXT: 
FOR y=200 TO 204:H0VE 120, y: DRANR 70,0,4 



AMSTRAR 



i NEXT: RETURN 

2940 PAPER 5:CLS:F0R yd TO 150:H0VE 0,y 
! DRANR 640,0, 12:NEXT:DE6:F0R yO TO 30 S 
TEP 2: FOR x=0 TO IBOsHOVE 320,149 
2950 PLOT 310+ ( 180+y»3)*C0S<x) , 150+4180+ 
y*3)»SIN(x),y/2:NEXT * , y: RETURN 
2960 PAPER 10:CLSi INK 13,9:F0R yd TO 20 
0: HDVE 0,y: DRANR 640-y,0,13:N£IT: FOR y 
200 TO 250 STEP 10:H0VE 0, y : DRANR 440,0, 
5: DRANR 240 , -230,5: NEXT : RETURN 
2970 PAPER 10: CLS: INK 13,9:F0R yd TO 10 
0: HOVE O.yiORANR 64O,0,13:NEXT:F0R ydOO 
TO 370 STEP 40: FOR xd TO 4:H0VE 0,y+x: 
DRANR 640,0,5:NEXT x,y 
2980 FOR xd TO 640 STEP 50:F0R yl TO 4 
SHOVE x+y, 100: DRANR 0,300,3:NEXT y,x:RET 
URN 

2990 PAPER 8:CLS:F0R xd TO 100:H0VE 0,x 
: DRANR 640,0,5:NEXT: DEG: FOR r=0 TO 180 
:HOVE 320, 300: PLOT 320*60*C0S(r 1, 300*70* 
SlNIr), IsNEXT 

3000 HOVE 270,300: DRANR O,-50:HOVE 370,3 

00: DRANR 0,-50:DRANR -100,0 

3010 PEN 3:L0CATE 8, 12: PRINT' Tickets*: RE 

TURN 

3020 PAPER 2:CLS:F0R xd TO lOOlHOVE 0,x 
: DRANR 640,0, 12: NEXT: FOR xdOl TO 319:H0 
VE l,x: DRANR 40O,0,4:NEXT:FOR x*320 TO 4 
OOsHOVE 1, x: DRANR 739-x ,0,3: NEXT 
3030 FOR xdOl TO 140:H0VE 401,x:DRAN 64 

0, x,7iNEXT:F0R xd61 TO 171:H0VE 401, x:D 
RAN 640,x,5:NEXT:FOR x=IOt TO 150:HOVE 4 
40, x: DRAN 590,x,5:NEXT 

3040 FOR xd20 TO 141:H0VE 41, x: DRANR 60 
,0,10: HOVE 1 40, x: DRANR 60,0 , IOsNEXTiFOR 
td TO 3:F0R x=I21 TO UliHOVE 40,x*t*49 
: DRANR 59,0,B:H0VE 140, x*t*49: DRANR 59,0 
,10: HOVE 240, x+t *49) DR ANR 59,0,12:NEXT x 
,t 

3050 RETURN 

3060 PAPER IOiCLSiRADsFOR r«0 TO lBOWOV 
E 320,100: DRANR 100*COS(r),l20»SlN(r),12 
iNEXTiFOR x=0 TO 100:H0VE O.xiDRAN 640, x 
, 5: NEXT : RETURN 

3070 PAPER 2:CLS:F0R x=l TO lOOsHOVE 0,x 
: DRAN 640,x,5sNEXT:F0R t=100 TO 320: HOVE 

1, t: DRANR 400,0, IsNEXT 

3080 FOR t=321 TO 400: HOVE l,t: DRANR 740 
-t,0,5:NEXT:F0R tdOl TO 160:H0VE 401, t: 
DRANR 640,0,9:NEXT 

3090 FOR y=16I TO 171:H0VE 401, y: DRANR 6 
40,0,5:NEXT:F0R Y=100 TO 200:H0VE 100, y: 
DRANR 50, 0,3: NEXT: RETURN 
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By Bobin Davies 

the CouvOp jmJ 




the Commodore 128 In C64 mode 
unless the sprite oolours are 
changed 



28 DATA200,172,44,3,192,2,240,3,141 

29 DATA32, 208,192, 1,240, 3,141, 33,208 

30 DATA32, 56, 200, 232, 224, 18,208,228 

31 DATA206, 61 ,3,173,61,3,208,212,173 

32 0ATA62, 3, 240, 6,206, 62, 3, 76, ,200, 96 

33 DATA172, 43, 3, 134,208,253,94,2,3,4 

34 DATA5, 4,7,8, 9, ,13, 14, 10, 6,7, 8, 9, 13,, 

33 DATA, ,,,,,,,, ,,42,,, 170,128,2, 170 

34 DATA160,2 ,2S0, 160,2,251 ,224,2,221 

37 DATA224, 3,93, 1 12,3^110,112,3,110,112 

38 DATA2, 255, 224, 2, 254, 224,, 254, 192, 

39 DATA251 , 192, ,255,192, ,238,192, ,251 

40 DATA192, ,63, , ,42, , ,42, , , 168, 16B, ,162 

41 0ATA170, 10, 10, 170,42,170,170,42,170 

42 DATA168, 10,254, 160,2, 253,224,2,223 




o o 
OO 



1 REH BANK 

2 REN 

3 REN BRITTEN BY ROBIN DAVIES 

4 REN 

5 REN IDEA FR0H THE POPULAR ARCADE 

6 REH GAHE CALLED BANK PANIC 

7 REN 

8 PR1NTCHR4U47) ’PLEASE BAIT’ 

9 DATA169 , , 141 , 132,3,169,4,141, 133,3,32 

10 DATA137,201 ,173,139,3,141,136,3,173 

11 DATA132,3, 133,251 ,133,253,173, 133,3 

12 DATA133, 252, 24, 105, 212, 133, 254, 32, 92 

13 DATA201 ,238,134,3, 173, 134,3,205,140 

14 DATA3, 240, 20, 24, 173, 132, 3, 105, 40, 141 

15 DATA132,3,173,133,3,105,,141,133,3 
14 DATA74, 19, 201, 94, 140,, 173, 137, 3, 145 

17 DATA251, 173, 138, 3, 145, 253, 200, 192, 40 

18 DATA208.241 ,32, 114,201 ,94, 142, , 189 

19 DATA109, 201, 141, 137, 3, 32, 71,201,232 

20 DATA224, 5, 208, 242, 94, 119, 120, 224, 239 

21 DATA140.72, 138,72,152,72,172,141,3 

22 DATA174, 142,3,202,208,253, 134,208 

23 0ATA247, 104,148,104,170,104,94,172 

24 DATA139, 3, 192, 1,240, 21, 134, 173, 132, 3 

25 DATA24, 105, 40, 141, 132, 3, 173, 133, 3 
24 DATA105,, 141, 133, 3, 134,208, 234, 94, 

27 DATA149, ,141,60,3,174,40,3,189,43 



43 DATA94, 3, 93, 112, 3, 109, 174, 3, 109, 174 

44 DAT A2 , 255 , 224 , 2 , 254 , 224 , , 254 , 1 92 , 

45 DATA251 ,192, ,255, 192, ,238, 192, ,251 
44 DATA192, ,43, , , 42, , ,42, , , 148, 148, ,142 

47 DATA170, 10, 10, 170,42, 170, 170,42, 170 

48 DATA170, 10, 254, 140,2, 191,224,2,239 

49 DATA140,3,218, 176,3, 1 10,176,3,110 

50 DATA174,2 ,255,224 ,2,254,224, , 254 , 192 

51 DATA, 251, 192, ,255, 192,, 234, 192,, 251 

52 DATA192, ,43, , ,42, , ,42, , , 148, 148, , 142 

53 DATA170, 10, 10, 170,42, 170, 170,42, 170 

54 DATA170 ,10,254,140,2,191,224,2,239 

55 DATA160,3 ,218, 174,3,110,174,3,110 

54 DATA174 , 2 , 255 , 224 , 2,251 , 224 , , 255, 1 92 

57 DATA, 170, 128,, 170, 128,, 234, 192,, 234 

58 DATA192, ,59, ,41 ,89,95,41,89,95,32 

59 DATA170, 130, 42, 170, 170, 42, 170, 170, 42 

40 DATA170, 170, 42, 170, 170, 10, 170, 148, 10 

41 DA7A170, 148,2, 170, 140,2, 170, 140,2 

42 DATA142, 140,2, 142,140,2,142,160,2 

43 DATA142, 140,2, 142, 140,,142,128,,81 

44 DATA44, ,162, 128,10, 142, 148,10, 142 

45 DATA148, , ,,,,,,,,,,,,, ,2, 170, 140, 10 
44 DATA14J, 148, 10, 164, 148,42, 149, 170,42 

47 DATA149, 170,42, 149, 170,42,85,104,42 

48 DATA89, 104, 42, 85, 104, 42, 89, 104, 42, 85 

49 DATA104,42,89, 104, 14,85, 108,42,89 
70 0ATAU1, 41, 85, 95, 42, 170, 175, 1,89, 80 
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71 DATA1, 87,80,0,170, 128, 10,170, 148, 42 

72 DATA170, 170,42, 170, 170,42, 170, 170, 10 

73 DATA170, 168, 10,170,168,2,170,160,2 

74 DATAI70, 160,2, 162, 160,2, 162, 160,2 

75 DATA162, 160, 2, 162, 100,2, 162, 160,, 162 

76 0ATA12B, ,81 ,64, , 162,128, 10,162,168 

77 DATAIO.162,168, ,,,,,, ,,,,,,,,,2,170 

78 QATA160, 10, 166, 168,10,166, 16B,42,149 

79 DATA170, 42, 149, 170, 42, 149,170,42, 85 

80 DATA106,42,89, 106,42,85, 106,62,89 

81 DATAlll, 46, 85, 110, 46, 89, 110, 34, 85, 98 

82 DATA34, 89, 98,1, 85, 80, 2,170, 160,,,,,, 

83 DATA,,,, 136, 128,, 42,,, 42,,,,,, 170 

84 0ATA128.2, 170,160,2,170,160,10,162 

85 DATA168, 10,128,168,10,34,168,10,128 

86 DATA168, 10,162,40,10,162,40,10,128 

87 DATA168.2, 162, 160,2,170,160,, 170,128 

88 DATA, 42,,,,,,,,,,,, 8,,, 8,,, 8,,, 10,, 

89 DATA138 , ,2, 102, ,9 ,86, 160,37,85, 152,9 

90 DATA86,160,2,154,128,,170,,,138,,,2 

91 DATA,,,,,,,,,,,,,,, 

92 F0RA»51456TD51622:READB:P0KEA,8:NEXT 

93 FORA-5 1 200T05 1 279: READB: POKEA , B: NEXT 

94 D*1280O:FORA*OTO9:FORB=OTO62:READC 

95 POKED+B ,CiNEITBiD=D*64:NEITA: R*0 

96 PR I MTCHR* (147) CHR* ( 8 ) a T= 1 00 1 P=53248 

97 PRINT ' II XSMSDSteWtBW' TAB 11 7 1 ■BANK’ 

98 PRINTTABI9)‘NRITTEN BY R DAVIES' 

99 PRINTTABI9) 'PRESS SPACE TO START' 

100 P0KE83O , I NT < 1 000/256 ) i P0KE83 1,21 

101 P0KE829, 1 000-PEEK ( 830 ) *256: P0KE832 , 3 

102 SYS51200:6ETAl:IFAI»"THEN102 

103 IFA$<>* 'THEN102 

104 POKEP+32 , Oi POKEP+33, 3 

105 PRINTCHR4 11471' ~"4' s 60SUB147 

106 P0KEP*3,90:P0KEP*5,121 

107 P0KEP*7 , 163i LV*3i SC*0 

108 POKEP+28,255 

109 POKEP+37, 1 :PDKEP+38, 10 

110 P0KEP*39 , 7 : P0KEP*40 , 0 

111 POKEP+4 1 , Oi PDKEP*23 , 1 4: POKEP+29, 1 4 

112 P0KEP*42,0 

113 PRINT'«aSCORE : IMI'jSC)' LIVES 

IBPjLV 

114 60SUB149:D=INT (RNO 1 1) •3>+l 

115 IFD s ITHENDR=80iTB'6 

116 1FD»2THENDR=160:TB»16 

117 IFD*3THENDR'240i TB=26 

118 H*1NT(RND(1)»4)*1 

119 IFM« 1THENS1-200 i 32«205: S3-204 

120 IFH-2THENS 1=201: S2=205s S3«204 

121 IFM-3THEHS1-202: 92=205: S3»204 

122 1FH-4THEHS1 =203: 52=205: S3=204 

123 P0KE2041 , 31 i P0KE2042 , S2i P0KE2043 , S3 

124 IFLV< 1THEN60T0163 

125 POKEP+2 , DR:P0KEP*4 ,DR 

126 P0KEP*6,DR: PRINT' SWWW 

127 F0RAMT08:PRINTTAB(TB)' 

128 NEXTA:FORA*1T08 

129 PRINTTABITB)* :ii 'iNEITA 

130 P0KEPt2i,l5 

131 S*OiFORA*lTOT 

132 BETZ* 
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133 IF2«>"THEN80T0157 

134 NEXTA 

135 IFHX2THENI42 

136 P0KE2042 , 205: P0KE2043 , 206 

137 P0KE2040 , 208: POKEP+ 1 , 1 63 

138 POKEP,DR:GOSUB172 

139 F0RA*IT0500:NEXTA:P0KEP*21,l 

140 FORA»1T01000:NEXTA:POKEP*21,0:SC=SC* 
i:POKEP,0:60T0113 

141 END 

142 P0KE2O42 , 207 : P0KE2043, 206 

143 POKE2040 , 209i POKEP* 1 , 1 45 

144 POKEP, DR-10i60SUB167 

145 F0RA"lTOlOOO:NEXTA:POKEP*21,O:LV s LV- 
1 : POKEP ,0: 60T01 13 

146 END 

1 47 P0KE906 , 0 i P0KE907 , 1 1 P0KE908 , 26 

148 P0KE909,40: P0KE9 10 , 40:SYS51456 

149 PRINT'siBMW 

150 F0RA=1T016 

151 PRINT'P!»a Hi m W N |b 1 «»i 

■ 61 

152 NEXT: IFR-1THENRETURN 

153 PRINT'BSMMHEN A DOOR OPENS SHOT A 
NY HAN NEARINS'iR*! 

154 PRINT* SA FACE HASK OR EYE PATCH USI 
NS KEYS 1,2' 

155 PRINT' SAND 3 FOR DOORS 1,2 AND 3 ' 

I 

156 FORA* 1 T06000 : NEX TA : PR I NT * READY . ' : RET 
URN 

157 S*VAL(Z$) 

158 IFDOSTNEN134 

159 60SUB167: IFHOTHENPR INT 1 ' ci* 'TAB 1 24) 

' NOT HE ':SC*SC-liLV=LV-l 

160 IFH>2THENPRINT'fltti'TAB(24)‘60DD SHO 
T*:SC*SC+l:T*T-2 

161 FORA*IT0500: NEXTA: PRINT'S*!! 'TAB (24) 

162 POK£P*2I,0:60T0113 

163 PR1NTCHRK147) 

164 PRINT'* Bl«l)lBM»M«'TA8 (15) 'SAHE 
OVER' 

165 PR1NT'MW'TAB(12)'Y0U SCORED ')SC 

166 FORA*1T01000:NEXTA: RUN96 

167 POKEP+1048,15 

168 POKEP* 1028, 129 

169 POKEP*1029,6:POKEP*I030,89 

170 P0KEP*1024,0:P0KEP*1025,5O 

171 P0KEP+I02B, 128: RETURN 

172 P0KEP+1048, 15 

173 P0KEP*1027 , 8: POKEP* 1026,0 

174 P0KEP*1029,88:P0KEP*1030,204 

175 POKE. *1028,33: FORA-20T040 

176 POKEP*1025,A:NEXTA:POKEP+1028,32 

177 RETURN 
READY. 
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King's Quest is a traditional 
text only adventure for the 
BBC model B computer of 
the verb/noun format with 
a SAVE position facility. 
The story of King’s Quest is 
as follows: 

For many , years the 
kingdom of Melroid has en- 
joyed peace and plenty 
under the wise rule of King 
Thesus and everyone was 
content. Except for his 
younger brother Berus. 
Serus has hated his elder 
brothers power for many 
years and has gathered 
many followers to help him 
to overthrow his brother. 

_ And it came to pass that 
Serus and his band of 
rebels deposed his brother 
Thesus by force and took 



10 H0DE7 
20 »FI229,1 
30 PROCsetup 

40 Afll-OiABi-Os ftCI-Oi ADI-0: AEZ=0: AFX- 
0 s A6Z-0 < AHX-0 1 A I X-0 1 AJZ>0 : AKZ-0 1 ALZ-0 1 AH 
>0i Att*0i API-Oi MI«0i ARZ-Ot ASX'Oi ATI-0: 
AUX-0 1 AVZ-0 s BZ-0 ! CX>4 1 TZ>3 : Z ZZ-0 1 CP-2 
50 PROCstart 

AO Mt-'l'a not carrying itl'iAM-T 
ve already got it!'iAC**'I can't do that 
just non! *» AB*-*I in nothing iptcial'i 
AE»*'3oa«thing Apptarsl'sAFl'Tve found 
io»»t h i n g 1 ■ i A6»- * It's too dark too in! 
•iAH**'Ching! ! !*iAll* , 0ing!llong!' 

70 AJ»*'Nothing Happans! *:AK*-*Hay! !H 
hat about HE!':AL*='I tripped in the Oar 
kl'iAHJ-'Khat Colour?':AN»*'It'i alrtady 



0 C0IN8»'iSB**'*l BOLD COIN*' : DB*-' I don 
't understand you' 

B0 81**' I don't see it h»r». , !S2**'Th 
at is bsyond ay po»er':CM*CHRI(M) 

90 PROCaove 
100 PROCinput 
110 tF115,0 

120 I FCZ-3THEN0B* ( 3 ) -TB* 

130 I FCZ-2THEH0B* < 5 ) -PB* 

1*0 I FCZ- 1 THEROB* ( 5 > -SB* 

150 IFCZ*0THEH0BI5)*0 
160 I FBZ-2THEHPR I NTCHR* ( 1 3 1) 'He eats s 
a ! * s F0RVZ- 1 T03000 1 NEXTi PROCdaad 
170 I FVBZ— 1 AND ( R0Z >2BAHDN0Z< 4 1 1 THENVB 
1*1 

180 ]FVBX>11ANDN0**"THENPRINTCHR*(131 
IDBliBOTOlOO 

190 I FVBZ— 1 ANDN0Z< >0AMD ( H0X< 290RN0Z >4 




le and that is 
where you an outsider to 
the Melroid kingdom come 
in. You have hear thr story 



9()q 





0) THEHPR IHTCHR4 ( 131 ) ■You »uit supply • y 
•rb'iBOTOlOO 

200 IFVBZ< 1 ANDNOZ a OTHENPRINTCHR< ( 131) V 
U|‘ is a «ord I don't knos.. sorry! ':60T 



RRC ELECTRON 



0100 



370 CP*P (CP, HOI) rPROCiove: PRIHTCHR4 ( 13 



210 I FNOZ-OAHD VBZ> 1 1 THENPRI HTCHR* (131) 



- BI 8070230,240,240,270,290,300 
,310,320,330,300,430,260,280,340,250,350 
,360,370,280,230,280,390,390,400,410,420 
,440,450,430,460,470,480 
230 PR0Cgo:80T0l00 
l*ti 60T0100 



580 IF < AEZ> 1 ANDAPZ'O > AND (CP<34ANDCP>30 
) THEHPRIHTCHR4 ( 1 31 > 'Han Shouts' 'CHR4I131 I 



, 390 EHDPROC 
600 OEFPROCgit 

610 I FP40Z-43THENPR I NTCHR* ( 131 ) AM: EHDP 



860 I FCP=37 AHDALX* 1 THEHCP*38: PROCaov e : _ 
EHDPROC P 




620 IF (NO* >17AH0H0X<49) OR ( N0X=2ANDADZ= 
0) THEHPRIHTCHR4I 131 1 S24i EHDPROC 
630 I FOB ( HOZ ) — 1 THEHPR I HTCHR* ( 1 3 1 ) AB* : 



sou muueasBUlui 
" 480 PROCkiiOOIOl 



640 I FNOZ B OTHENPR I NTCHR* 1 131 ) ' I don't 
kno« shat a *jN1*j* is.":EHDPROC 
650 IFOBIHOXIOCP THEHPR1HTCHR*(131)S1 
*: EHDPROC 

660 IFHOZ«6AHOAVX-OTHEHPRIHTCHR* (131) ' 
He son't lat at take itl'i EHDPROC 
670 I FHOX- 1 4 AHDALX= l THEHALX=Oi OB* ( 1 4 > - 
'Coil of Rope.' 

1 680 IFZZZ>4THENPRINTCHR* (131 ) *1 '■ carr 
ying too auchl'iEHDPROC 
690 ZZZ-Z ZX+1 1 OB I NOX ) - 1 : TX*TX-i : PROCa 
ovei PR1HTCHR* ( 131 ) *0. K. ■ i EHDPROC 
700 EHDPROC 
710 DEFPROCin 

720 PRIRTCHR*(131)T« carrying i 'iFO 
R1X*1TDLOI:IFOB(II)»-ITHEHPRIHTCHR4(131) 
084(11) 

730 IFZ2Z>0 THEH PRINTCHRX 131) ‘Nothin 
g. ': EHDPROC 
740 NEXT 



750 E 



1X<29)ORHOX-467HEHPRO 
3X< 22THEHPR 1 NTCHR* ( 1 3 1 ) 



760 D 



770 IFN0X-28THENPR0C1 •> ENDPROC 
7B0 I FN0I*43THEHPR I HTCHR* ( 1 3 1 1 AH 



ROC 



’*4 1 AHD I H0X*330RH0X*39 ) AHDOB ( 34 
IR4I131) ‘Knight stops ae! 



530 I FNOZ >34THEHHDX=N0X-6 
340 H0X=N0X-29s I FP ( CP , NOZ ) -OTHENPR 1 HTC 
HR4(131)'I can't go in that direction.*! 



790 I F (NOZ > 17ANDN0X< 49 > THEHPR I HTCHR* ( 1 

800 I FN0X< >0AND0B < HOX ) < >- 1 THEHPR IHTCHR 
*<131)AA*iEHDPR0C 



550 IF (CP<32AHDCP>270RCP=13) AHD(AHX< >1 
OROB 19) < 7-1AHD0BI9) ( >CP> THEN: AHZ-1 : PR1HT 
CHR* I 131)AL4:FORVX=IT03000:HEXT: PROCdead 
: EHDPROC 

560 IF0B(27)*CP THENPR1NTCHR* ( 131 > *6ua 
rd stops ael'iEHDPROC 



810 I FH0X=5AHDCP- 1 2THENPR0Ccoi n i ENDPRO 




870 I FCP*38AHDALX* 1 THEHCP=37: PROCsove : 
ELSEPR1HTCHR* ( 131 ) AC* 

880 EHDPROC 
890 DEFPROCdi 

900 IFOBI12IO-1 THENPR I NTCHR* ( 1 3 1 > AC* 
i EHDPROC 

910 I FAUX* 1 ORCP< > 1 OTHENPRI HTCHR* ( 1 3 1 > • 
I find nothing*: ENOPROC 
920 AUI* 1 : OB ( 8) *CP: TX=TZ+ 1 : PROCaove : PR 
1HTCHR4I 131 )AF4: EHDPROC 
930 EHOPROC 
940 DEFPROCop 

930 IFN0ZO18AHDH0K >46THEHPRIHTCHR*(1 
3 1 ) S2* : ENDPROC 

960 IFHOX=18AHDAAX*OAHDCP*1IAHDOB(8)»- 
1 THEHAAX* 1 i 084 ( 1 B) **Open Cupboard . 1 i PROC 
aove. 1 PRIHTCHR4 ( 131 ) "0. K. ■ : EHDPROC 
970 IFHOX*46AHDARI*OAHDCP»34AHDOB ( 6 ) - 
lTHEHOB4(35)*‘Open Door. ':ARX*l:PROCnove 
i EHDPROC 

980 IFHOX- 1 8AHDA AX= 1 THEHPR 1 NTCHR4 (131) 
AH4: EHDPROC 

990 IFH0I=46AHDARX»1THEHPR1HTCHR*I131) 
AH*: ELSEPRIHTCHR4 ( 131 ) AC4: ENDPROC 
1000 EHDPROC 
1010 DEFPROCre 

1020 IFHOX< >20THEHPR1HTCHR4 ( 131 ) 324: EHD 



PROC 



1030 IFH02*20AHDAH2*1AHDCP=13AHD(08I9)» 
-10R0B (9) -CP) THENPRIHTCHR* ( 131 > ' 1 t says 
l-‘ ‘CHR4 ( 131 ) 'Drop a Coin doon the HELL. 
.."CHR4(131)'Hake a H1SH and ring the B 
ELL ! ' : ELSEPR I HTCHR4 ( 1 31 ) AC4 
1040 EHDPROC 
1050 DEFPROCsh 

1060 IFHOK >2THEHPRIHTCHR* ( 131 1 824s EHDP 



1070 1FADK >00R (OB (IX >-10R0B(4XMI OR 
CP07THEHPRINTCHR4 (131) AC4i EHDPROC 
1080 PRIHTCHR4 (131 ) ‘The arrox soars up. 
. . . ' : FOR VI* 1 704000: HEIT: ADX=1 : TX-TX+2: 22 



820 OB ( HOX ) *CP: 2 21*2 2X- 1 1 TI*TX+ 1 : PROCs 
ovei PRI HTCHR4I 131 ) '0. K. ' : EHDPROC 
830 EHDPROC 
840 DEFPROCd 

850 IF ( CP> 1 ANDCP< 9 ) THENCP=CP+ 1 3: PROCno 
ve: EHDPROC 



of: 
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l*ZZX-liOBH2)**Dead Bird. ■•.0B(3>=CP!DB( 
♦) *CPiPROCeoveiPRINTCHR* ( 131 ) *6ot hi I ! ■ ! 
ENDPROC 
1090 ENDPROC 
1100 DEFPROCli 

1110 I FNOZ< >9THENPRI NTCHR* ( 131) S2*i ENDP 
ROC 

1120 I FOB (9 ) < >- 1 OROB ( 1 1 ) < >- 1QRAHX< >OTHE 
NPRINTCHR* ( 131 ) AC*i ENDPROC 
1 130 I FCP< 32ANDCP>270RCP= 13THEHAHZ- 1 : OB 
*(9)*’0il 1 lip < 1 i t ) . * i PROCao va i PR I NTCHR* 
(131)'0 .K. * iENDPROC 

1140 0B*l9l**0il U»pllit).*iAHZ*liPRIN 
TCHR4 ( 131 I'O.K.': ENDPROC 
1150 ENDPROC 
1100 DEFPROChe 

1170 IFCP*l4THENPRINTCHR»(131)*Tiee is 
the Anseer ! * : ELSEPRI NTCHR* t 131) *E» Mine 
things end THINK!* 

1180 ENDPROC 
1190 DEFPROClo 

1200 I FN0X-270RN0Z >40THENPR0Cex s ENDPROC 

1210 IF (N0D21ANDN0K41 ) THENPRINTCHR* 1 1 
31 ) ADf : ENDPROC 

1220 IFOBINDDO-IANDOBINDZIOCP THENPR 
I NTCHR* ( 1 31 ) S 1 * i ENDPROC 
1230 1FN0X*18ANDAAX*1ANDACX S 0THENACJ=1! 
TJ*TI+2l0B(9)*CP:0B!14)*CP!PR0Ceove!PRIN 
TCHR* ( 1 3 1 > AF* : ENDPROC 
1240 IFNOX*!9ANDATX*OTHENAU*liTl*Tl+li 
OB I7> >CPr PROCaove: PRINTCHR* ( 131 ) AF*: ENDP 
ROC 

1250 I FN0I=2 1 ANDASX<=OTHENASZ= 1 ; OB ( 1 > *CP 
s PROCaovB ! PR I NTCHR» ( 1 31 ) AF*s ENDPROC 
1200 1FNOX*2ANDADI*OANDOB(10)=-1THENPRI 
NTCHR* (1311* It's carrying soeething shin 
y! * ! ENDPROC 

1270 1FN0I*2ANDADZ*0THENPRINTCHR» 1131)* 
1 can't quite see ! ■ s EUSEPR I NTCHR* ( 1 3 1 1 AD 
* i ENDPROC 
1280 ENDPROC 
1290 DEFPROCsa 

1300 PRINT-OK. -:H«OPENOUT*DATA‘:FORIZ=1 
T03bi PRINTBH.OB* ( IZ) , OB ( IZ> ; NEXT 
1310 PR INTtH , CP , AAZ , ABZ , ACZ , ADZ , AEZ , AFZ 
, ABZ , AHZ | A1 Z , A JZ , AKZ , ALZ , AHZ , ANZ , APZ , AOZ 
, ARX , A5Z , ATZ , AUZ, AVZ,BZ, CZ, TZ, ZZZ 
1320 CLOSEIH 
1330 ENDPROC 
1340 DEFPROCload 

1350 PRlNT*OK*iH*OPENlN*DATA*:FORIX*lTO 
34iINPUTtH,0B*III) ,OB(Il)sNEJT 
1360 1 NPUTtH , CP , AAZ , ABZ , ACZ , ADZ , AEZ , AFX 
, AOZ , AHZ , A I Z , A JZ f AKZ , ALZ , AHZ | ANZ , APZ , ADZ 
,ARX, ASX, ATZ,AUZ, AVX,BZ,CX,TZ,ZZZ 
1370 CLOSEIH 
1380 ENDPROC 
1390 DEFPROCqu 

1400 INPUT’The gaae is over, thanks for 
playing. Nant to play again *;B*i!FB* 
=* Y * THENRUN : ELSEEND 




1410 ENDPROC 
1420 DEFPROCinput 
1430 IFAHX*1THENAIZ*AH*1 
1440 1FAIX>20THEN0B(9)*0: PRINTCHR* ( 131 ) 
•Laap goes out ! ■ a AIZ-O: AHZ-O: ZZZ-ZZZ-1 
1450 1 FCP=36ANDABZ=0AND ARZ»OTHEHBZ=BZ+ 1 

1440 PRINT* NHAT SHALL I DO NON ?*jiP 

ROCINFO 

1470 Ml*-* 1 * : VI*-* * i N0I*0: VBZ-O: NO*** * : V 
B****!HI*0 

1480 CHZ*LENlCH*):FORIX*lTOCHZ!lFHID»(C 
H*,IX,1)»* "THENHZ-IZ-1 
1490 NEXT 

1500 I FHZ-OTHENHZ-LEH 1 CH* ) 

1510 I FHX* 1THENV 1»=CH* ! BOTO 1530 
1520 V1*=LEFT*(CH*,HZ> 

1530 VB*=LEFT*(V1*,3> jFORJZ-ITOHVXs IFVB 
* < J Z > = VB*THENVBZ- J Z 
1540 MEXT 

1550 IFVBZ>0THEN1570 
1540 VBZ*-llNl»*Vll:S0T01590 
1570 IFLENCVl*) *1 >LEM (CH*) THENNOX=Os END 
PROC 

1560 N1*“RIBHT*(CN*,LEN1CH*)-1-LENIV1*) 

1590 N0**LEFT*(Ni*,3)iF0RlX*lT0NNXsIFN0 
*<IZ)»NO*THENNOZ=IX 
1400 NEXT 
1410 ENDPROC 
1420 DEFPROCdead 

1430 CP*44 s PROCaov e : PR I NTCHR* 1 1 3 1 ) * OH D 
EAR! I sees to be dead! “iPROCqu 
1440 ENDPROC 
1450 DEFPROCki 

1440 IFNOXf >44ANDN0X< >47THENPRINTCHR*( 1 
31)S2«:ENDPR0C 



1470 IFN0X*44ANDANI*0AND08(17)»-1AND0B( 
30)*CP THENANX"! i OB* (301 •’Dragon (dead) . * 
: PROCeoves PR I NTCHR* ( 1 3 1 ) * 0 . K . * : ENDPROC 
1 480 I FNOX=47ANDAWZ=OANDOB ( 17) *- 1 ANDOB ( 
34)*CP THENAVZ=l:0B*(34)=*7Ft CYCLOPS (de 
ad) . " s PROCeoves PR I NTCHR* ( 1 3 1 ) * 0 . K. * : ELSE 
PRINTCHR* ( 131 ) AC* 




1710 PRINTCHR* ( 131 ) * C0N6RATULAT 1 ONS* 'CH 
R* 1 131) "You have returned the King" 'CHR* 
t 131) *to the Throne* ’CHR*(131) ‘and are » 
ell reearded!’:PROCqu: ENDPROC 
1720 ENDPROC 
1730 DEFPROCcoin 

1740 I FCX 73THENPR INTCHR* C 1 3 1 ) AC* ! ENDPRO 
C 

1750 IFCX=3THENCX=2: AJZ=1: PRINTCHR* 1 131 
) AH* sENDPROC 

1740 I FCZ-2THENCX- 1 s A J Z-2 : PR I NTCHR* ( 13 1 
)AH*s ENDPROC 

1770 IFCX-1 THENCZ=Os A3X*3s 2ZX=ZZZ-1 * PRI 
NTCHR* ( 1 3 1 ) AH* : ENDPROC 
1780 ENDPROC 
1790 DEFPROCle 




1830 ENDPROC 
1840 DEfPROCea 



1850 PRINTCHR*(131)*Tiae passes.. ..*:F0 
RYZ=lT03500sNEXT 

1840 !FCP*14ANDABX*0THENABX = 1 :TX*TXfl iO 
B ( 24 ) -CP i PROCeove i PR I NTCHR* < 1 3 1 ) AE* s ELSE 
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PR I NTCHR* ( 1 3 1 ) AJ * : ENDPROC 
1870 ENDPROC 
1880 DEFPROCen 
1B90 lFN0I-23ftNDCP=27THENCP=28iPR0C«ove 
l ENDPROC 

1900 IFN0Z=25ANDCP=9THENCP«1 1 : PROCaove: 
ENDPROC 

1910 IFN0Z*26ANDCP*12THENCP*l3s PROCaove 
i ENDPROC 

1920 I FN01-27AHDCP- 1 4THENCP-22 s PROCiove 
sPRINTCHR* 1 131) "1 Soil. ! ■ iF0RYZ*1T02500i 
NEXT:PRINTCHR*( 131)'But a Tidal Force . 
lit » down ! • t FORVX- 1 T02500i NEXT s PROCdta 
d: ENDPROC 

1930 IFN0Z=22ANDCP*39THENCP*40:PR0Ctove 
: ENDPROC 

1940 IFN0Z=24ANDCP=10THENCP-24«PR0C»ove 
: ENDPROC 

1950 IFN0Z-28ANDCP-27THENCP»23« PROCaove 
: ENDPROC 

1960 I FN0Z=28ANDCP= 1 4AND0B ( 24 ) =CP THENC 
P=23 : PROCaove i ENDPROC 
1970 IFN0Z=46ANDARZ=1ANDCP=34THENCPM3: 
PROCiove: ELSEPRINTCHR* ( 1 3 1 ) AC* 

1980 ENDPROC 
1990 DEFPROCex 

2000 I FHDX-27 ANDCP- 1 4THEHPRI NTCHR* ( 131 ! 
■1 see a Boat and a Stall Island'iENDPRQ 
C 

2010 I FNOZ-4 1 ANDCP=26AND0B ( 22 ) =CP THENP 
RINTCHRI ( 131 1 ‘He steal to be using a Sho 
veP: ENDPROC 

2020 I FH0Z«43ANDCP=37THENPR I NTCHR* ( 1 31 ) 
M see a pole. 'sENDPROC 
2030 1FN0Z»42ANDCP*32ANDAEZ=0THENPRINTC 
HR* ( 131 ) *He says :>* 'CHR*<131> *6et atay! 
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2040 IFN0Z*41AND(0B(28)*CP DR08(31I-CP) 
THENPRINTCHR* ( 131 ) 'He looks rather regal 
■ 1 sELSEPRINTCHR* ( 131 ) AD*: ENDPROC 
I 2050 ENDPROC 
2060 DEFPROCta 

■ 2070 IFN0Z< >4 1THENPRINTCHR* ( 131 > S2»: END 
PROC 

2080 1F0BI22I-CP THENPRINTCHR* (131 > *H» 
says 'CHR*(13I > "Eere! Do you tanna bu 
y ty Shovel ?■ : ELSEPRINTCHR* ( 131 ) AC*: ENDP 
ROC 

2090 ENDPROC 
2100 DEFPROCgi 

, 2110 IFNOK >5ANDN0Z< >16THENPR1NTCHR*( 13 
1 ) S2*: ENDPROC 

i 2120 IFOB 122) »CP ANOOB (5) --1THENPRINTCH 
R* U 31 > "That ' 1 1 do nicely sir." CHR*U31 
)Ta going for a pi nt ! >i FDRVZ>1 T04000t N 
EXT: OB 122) *0: OB ( 1 2) *CP: CZ=CZ-1 : PROCaove: 
PR INTCHR* ( 131 ) *He's left soaething!':END 
PROC 

2130 IF0B(27I=CP ANDOB ( 5) =■-! THENPRINTCH 
R*ll31)'He says: ‘CHR*( 131 I’Thanks'sFOR 
YZ*1T04000: NEXT: AEZ=1 : TZ-TZ-1: CZ=CZ-1:ZZ 
Z=ZZZ-1 : OB (27) =0: PROCaove: PR INTCHR* < 131 ) 
'And goes aaay!': ENDPROC 
2140 IFN0Z»16ANDAPX=I ANDOB ( 1 6) =-l THENDB 
*I31)« , King(Crotned). , :PR0Caove:PR0Cendi 
ELSEPRINTCHR*! 131 ) AC*: ENDPROC 
2150 ENDPROC 
2160 DEFPROCro 

2170 IFNOK >28THENPRINTCHR* ( 131) S2*:END 
PROC 

2180 IFOBI 13) < >-10RCP< >23THENPRINTCHR* ( 
131 > AC*: ENDPROC 

2190 IFAFZ- 1 THENAFZ-0 : PR I NTCHR* ( 1 3 1 ) ■ D. 

2200 IFAFX-OTHENAFZ-1 sPRINTCHR* < 131 > *0. 
K': ENDPROC 
2210 ENDPROC 
2220 DEFPROCti 

2230 IFNOK > 1 4THENPRI NTCHR* ( 131 >S2»: END 
PROC 

2240 1FCP«37ANDALZ»0AND0B(14I— 1THENALZ 
=1 : ZZZ*ZZZ-l :TZ=TZ+1 :0B* ( 14) s *Rope (tied 
to pol e) . 1 : OB ( 1 4) »CP: PROCaove: ELSEPRINTC 
HR* (131 ) AC* 

2250 ENDPROC 
2260 DEFPROCfr 

2270 IFNOK >4 1 THENPR I NTCHR* ( 1 31 > S2*: END 
PROC 

2280 IF0B!27)=CP THENPR I NTCHR* ( 1 3 1 > *6ua 
rd Don't let te": ENDPROC 
2290 I F APZ=0ANDCP=32AND0B (15) =-l THENAPZ 
: 1 : OB ( 31 ) =CP > OB (28 ) =0 : PROCaove: ELSEPR I NT 
CHR* ( 1 3 1 > AC*: ENDPROC 
2300 ENDPROC 
2310 DEFPROCti 

2320 I FCP< > 1 20R AJ Z=OTHENPR I NTCHR* ( 131 ) ■ 



0 . K . " ' CHR* (131)AJ*:ENDPR0C 
2330 I FAJ Z= 1 THENAKZ= 1 : PR I NTCHR* ( 1 3 1 > " 0. 
K.‘: ENDPROC 

2340 IF AJX=2THENAKZ=2 : PR I NTCHR* ( 1 3 l ) ■ 0. 
K.': ENDPROC 

2350 IFAJZ=3THENAKX=3:PRINTCHR*(131>*0. 
K.*: ENDPROC 
2360 ENDPROC 
2370 DEFPROCun 

2380 IFNOK >9TH£NPRINTCHR» ( 131 ) S2«: ENDP 
ROC 

2390 I FAHZ=OOROB (9)0-1 ANDOB ( 9) < >CP THE 
NPR INTCHR* (131) AC*: ENDPROC 
2400 I FCP< 32ANDCP >270RCP- 1 3THENAHZ=0: OB 
*<9)=*0i 1 1 atp.": PROCaove: PR1NTCHR* (1311 
■OX": ENDPROC 

2410 0B*(9)*'0il laap. “ : AHZ=0: PRINTCHR* 
( 131 ) 'O.K. ■ : ELSEPR INTCHR* ( 131 ) AC*: ENDPRO 
C 

2420 ENDPROC 
2430 DEFPROCri 

2440 IFN0ZO3THENPRINTCHR*(131)S2*:ENDP 
ROC 

2450 IFOB (3) < >- 1 THENPR I NTCHR* ( 131 ) AC*:E 
NDPROC 

2460 IFCP< > 1 2THENPR I NTCHR* ( 1 31 ) A I* : ENDP 
ROC 

2470 PRINTCHR*(131)AI* 

2480 IFAKX«1ANDANZ=0THENAHZ»1: TZ-TZ+1: 0 
B ( 1 3 ) -CP : PROCaove : PR INTCHR* ( 1 31 ) AE* : ENDP 
ROC 

2490 IFAKZ-2AN0AMZ- 1 THENAHX-2: TZ-TK-1 (0 
B ( 1 7 ) -CP : PROCao ve : PR I NT CHR* ( 1 3 1 ) AE* : ENDP 
ROC 

2500 I F AKZ-3AND ANZ-2THENPR I NT CHR* ( 131 ) A 
J»: ENDPROC 
2510 ENDPROC 
2520 DEFPROCfe 

2530 IFNOK X4THENPR I NTCHR* ( 131 )S2*: END 
PROC 

2540 I FCP-36ANDANZ-0ANDA0Z-0AND0B (7) -1 
THENAQZ- 1 : TZ-TZel :ZZX-ZZZ~1:0B(7)-0:PRIN 
TCHR*( 131 ) *0.K. "sELSEPRINTCHR* 1 131 1 AC*: E 
NDPROC 
2550 ENDPROC 
2560 DEFPROCea 

2570 IFNOK >7THENPRINTCHR* ( 131 ) S2*: ENDP 
ROC 

2580 IFOB (7)— 1THEN0B(7)-0i ZZZ>ZZX- 1:PR 
INTCHR* ( 131 1 ’Yuaay ! • : ELSEPRINTCHR* ( 13 1 ) A 
C*: ENDPROC 
2590 ENDPROC 
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2600 DEFPROCiove 
2610 IFTX<3THEHTX-TI*1 
2620 lFTX>9THENTI«TX-2 
2630 VDU2B,0,ll+TX,39,0 
2640 IF (CP(32ANDCP>270RCP*13) MDIMBOl 
0R0B (9) < >-l AHD0B (9 ) ( >CP) THEN: CLSj PRIMTCH 

R*(134)A6*:PRINT:PRINT:60T02760 
2650 1FAPX*1THEN0B(31)=CP 
2660 1 F AQ1= 1 AND AHX=OTHEHOB ( 30 > =CP 
2670 S**‘Thingi I can see: 1 
2680 CLS:PRINTCHR*(134)M'» , ;P»(CP) 

2690 FORKX=1TOLOI 

2700 IF08IKII-CP THENPRIMT ' ; CHR* ( X 29> S* 

: PRINTCHRI 1 131)08$ (KX) ; : SI*CHM 111) 

2710 NEXT 

2720 IF (CP*220RCP'230RCP=270RCP S 44) THEN 
PRINT : PRINT: B0T02760 

2730 ICX=OsPRINT 5 CHR*U30> "EXITS: ’ 

• : F0RLX e 0T05: 1FP !CP,LI) *0THEN2750 
2740 PRINTDJILX))* *j:KI=l 
2750 NEXT 

2760 PR1I4T' ' jCHR# ( 133) "t 

V 

’277o"iF0ii(341«CP AND0B(3O)=CP THENFORYX 
=1T04000: NEXT : OB (34> =0:PR0C«ov«sPRINTCHR 
I (131) 'He see’s the Dragon and runs anay 
) *:ENDPR0C 

2780 VDU2B ,0,24,39,1 l*TX 
2790 CIS 

2800 1 F A6X=0THENPR I NT CHR* (131) ’Nelcoee 
to : | CHR* ( 131 ) "** K1N8S QUEST •‘"CHR 
*(131) "The King has been deposed and"‘;C 
HR4(131)i‘you a Loyal Subject eust find 
hi ’ )CHR* ( 131) g "and help hi* regain his 
Throne! * ’ ;CHR*(131) | "Bood Luck ! A6X»1 
2810 ENDPROC 
2820 DEFPROCsetup 

2830 NPXM4: L0X=36: NNX=48: NVX-32:DIHP (N 
PI, 5) ,PI(NPI) ,VB* (NVX) ,N0*(NNI) ,08IL0I) , 
OBt(LDX) 

2840 DIHD4I5) 

2850 PI(l) s *on a path 1 
2860 DATA8, 0,9,0, 0,0, 3, 6, 3,3, 0,0, 4, 2, 2, 
2,0,0,2,3,3,5,0,0,14,3,4,3,0,0,2,2,7,2,0 
,0,2,8,3,6,0,0,7,1,3,2,0,0,10,12,0,1,0,0 
,0,9, 0,0, 0,0, 0,0, 0,9, 0,0, 9, 0,0, 0,0, 0,0,0 
,0,0,12,0,0,5,0,0,0,0,0,0,0,0,0,2,0,0,0, 
0,0, 3, 0,0, 0,0, 0,4, 0,0, 0,0, 0,5 
2870 P*(2)»"in a forest 1 
2880 FOR1X=3T08:P* (IX)=P*(2> sNEXT 
2890 P»(9)*'in a stall village* 

2900 Pl(10)=*in a field* 

2910 P»(ll)**in a store* 

2920 P»(12)**by a Mil* 

2930 P»ll3)**in a diely lit well* 

2940 P*tl4)=*by a large lake* 

2950 P»(l5l**at the top of a tree* 

94 1 



2960 F0RII=16T021 : P* ( IX) *PI ( 15) sNEXT 
2970 Pt(22)**in a lake* 

2980 P*(23)=*in a roiling boat* 

2990 DATAO, 0,0, 0,0, 6, 0,0, 0,0, 0,7, 0,0,0, 
0,0,8,0,0,0,0,0,0,0,0,0,0,0,0,0,10,25,0, 
0,0,26,0,0,24,0,0,0,25,0,0,0,0,0,0,0,0,0 
,0,29,27,30,0,0,0,0,28,31,0,0,0,31,0,0,2 

8.0. 0.0.30.0.29.32.0.0.0.0.0.33.31.35.0, 

34.0. 0.32.0.0.0.33.0.0 

3000 F0RIX=24TO25:P# ( IX) -P* ( 1 > : NEXT 
3010 P*(26)="in a field* 

3020 P*(27)=*on a very stall island* 
3030 P*(28)="in a diely lit cave* 

3040 F0RIX-29T031 : P* ( IX) »P* 1 28) : NEXT 
3050 P$(32)*'in a stall cold dungeon* 
3060 P*(33)»*in a corridor of a castle* 
3070 P*(34)="in a seall bare root* 

3080 P*(35)=P*(33) 

3090 P4(36)=*in the Dragon's lair* 

3100 P*<37)=*in the South Toner* 

3110 P*(38)=*below the South Toner* 

3120 P*(39)="by soee steps* 

3130 P* 140) “'on soee steps* 

3140 DATA36, 33, 0,0, 37, 0,0, 35, 0,0, 0,0,0, 
0,0,0,0,35,39,0,0,0,0,0,0,38,0,0,0,0,0,0 



A 




,0,0,41,39,0,0,0,0,42,40,0,0,0,0,0,41,0 




0L,BRE,SI 

L , LAN , TEL , FLI , SHO , OAR , ROP , SAN , CRO , SNO , CU 
-AV,PAT,STO,NEL,LAK,BO 




3230 DATA A Long Bon. ,0, Bird Flying Hig 
h Above., 7, Silver Bell., 0, An Arrou.,24,» 

4 6OL0 COINS*, 23, Bold Key. ,42, Loaf of Br 
ead.,0, Silver Key., 0, Oil Laep.,0,01d Tel 
escope. ,3,Flint(and Steel). ,23 
3240 DATAShovel.,0, Oar., 0, Coil of Rope. 
,0,San.,17,»60LD CR0NN*,43,Snord. ,0,Lock 
ed Cupboard., 11, Display Counter. ,11, Sign 
.,13,Hollon in Tree., 16, A Han (digging). 
,26, Seall Village Store. ,9,Ro»ing Boat., 
0 

3250 DATAPath . , 1 0 , Cave. , 27 , Buard . , 32 , Ha 

nlbehind bars). ,32,Nindon. ,37, (Fire Brea 
thingIDragon. ,36,Han(folloning ee).,0,An 
gel nith Harp. ,44,Rope(dangling donn).,3 
B, Large Black Knight., 41, Locked Door., 34 
,7Ft CYCLOPS., 42 

3260 FOR IX= 1T036 : READOB* ( IX) , OB ( II) : NEX 



T 

3270 DATANORTH, SOUTH, EAST, NEST, UP, BONN 
3280 FOR I X-0T05S READB* < IX ) : NEXT 
3290 ENDPROC 
3300 DEFPROCstart 

3310 CLSilNPUT*Resuee play on a saved g 
aae " ; B* : I F B*» * Y * THENPROC 1 oad : ENDPROC 
3320 ENDPROC 
3330 DEFPR0C1NF0 
3340 CH»*** 

3350 PR1NTCHR41134I; 

3360 PRINT) * *iCHR»(8)i 
3370 Z*=GET* 

33B0 IFZ4***THEN3370 
3390 ZX’ASCIZt) : 1FZX>95ANDZI< >127THEN33 
70 

3400 ZLX°LEN(CHt) : IFZLXX27THEN3420 
3410 1FZX>31ANDZI<96THENCH*'CH**Z»:PRIN 
TZ*; : 60T03360 

3420 I F ZX“ 13ANDZ LX >0THENPR I NT * *:60T034 
50 - 

3430 1FZX*127ANDZLX>0THENCH»*LEFT»(CM, 
ZLX-1) SPRINT* *|Z*jZ*} 

3440 60T03360 
3450 ENDPROC 
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2 ENV 1, 5,3,1,1,0,14, 5,-J,2 

3 ENT 1,5, 1,1, 10, -1,1, 10, 1,1, 5, -1,1 

4 ENV 2, 5, 3, 1,5, -3, 10 

5 DIN *1(11,11) 

6 SYMBOL AFTER 209 

7 SYMBOL 222,1,3,6,13,26,52,105,210 

8 SYMBOL 223,128,64,32,144, 72,36,146,75 

9 SYMBOL 224,210,105,52,26,13,6,3,1 

10 SYMBOL 225,75,146,36,72,144,32,64,128 
12 SYMBOL 210,63,64,159,159,191,191,191, 
191 

14 SYMBOL 211,252,62,255,255,255,255,253 
,253 

16 SYMBOL 212,191,255,255,255,255,255,12 
7,63 

18 SYMBOL 213,253,253,253,253,253,249,13 
0,252 

20 SYMBOL 214,7,24,39,79,79,39,28,36 

22 SYMBOL 215,224,24,228,18,18,228,56,36 

23 SYMBOL 216,69,148,255,179,242,30,18,3 
0 

24 SYMBOL 217,34,41,255,205,207,120,72,1 
20 

25 SYMBOL 218,192,240,120,62,31,29,10,9 

26 SYMBOL 219,3,15,30,126,252,200,80,144 

27 SYMBOL 220,9,10,20,59,62,124,240,192 

28 SYMBOL 221,144,80,200,252,126,30,15,3 
INODE OlFOR H=1 TO 6 iHl (Ml =0:HI* (H> =" AMS 
TRAD'sNElT 

29 BOTO 700 

30 sc«0: 1 i =3: MODE 0: INK 1,0: INK 2, 11: INK 
3,2: INK 4,6: INK 5,8: INK 6,24:1NK 7,20:1 

NK 8,9 

45 BORDER 5: PAPER 1: PEN 5:q»*CHR6l2!0H 
CHR* (211): *f=CHRI(212) *CHRI(2I3) 



46 «tt’CHRI(21B)*CHRII219):»bS*CHRII220) 
♦CHR* (221 1 

50 CLSiLOCATE I,HFOR t»l TO 10 

51 FOR vM TO lOiPRINT q»;:NEJT 

52 FOR v=l TO lOiPRINT m*;:NEKT 

55 NEXT 

56 NINDON *1,1,20,21,25: PAPER l!, 6 :PEN I 
1,1:CLS II 

57 NINDON 12,1,20,21,21: PAPER I2,7:PEN I 
2 , 1 : CLSI 2.-PRINT *2, ‘SCORE'scj 

60 * s !:y*l:tl=CHR5 1214! *CHRI (215) :bl=CHR 
*<2I6HCHRI(217ls»p=l:yp«l 

63 CLS * 1 : PRINT *1 , 'SCORE* jsc : PEN ll,3:P 
RINT * 1 , 'LEVEL*; le 

64 PEN i!,4:PR!NT *1,'HI6H *;hi (1):PEN I 
1,2:PRINT II, ‘LIVES ' j : E OR e=l TO li:PR[ 
N1 H,tlj:NElT:PR!NT II 

65 PRINT II, ■ ' ; : FOR e=l TO li.'PRIN 

T 1 1 , b* ; : NEXT 

70 FOR r«l TO 1 1 

71 FOR 9.0 TO U:i)(r,g)>0:NE)IT:NEXT 

72 FOR h =0 TO ll:sl(O,hl»l:sl(h, 0 )'lisll 
6 ,ll)*li»llll,hl=l 

73 NEIT 

75 s!(l,l)«l 

76 60SUB 650 

80 i«*19:«y=19:»*IO:i*10 
85 PRINT CHR* ( 22 ) *CHR* 4 1 1 
90 PEN 2: LOCATE »,y:PRlNT tlsLOCATE *,y* 
liPRINT bS 

95 PEN 6.-L0CATE ■» ,«y:PRINT *tl:LOCATE * 

-* , »y*l : PRINT ibt; 

98 bc=l :»«=0 

100 IF INKEY (67) =-l AND INKEY(69)=-1 AND 
INKEY (39) »-I AND INKETI311-1 AND INKEY 
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OR xp*l=» AND yp=z THEN 500 

202 IE »»=0 AND iy>l AND si 11,2-1)01 IN 

EN #i=0:6QT0 210 

205 IE ii'S AND IX>1 AND si (1-1,2)01 TH 
EN i»=B:60T0 210 

204 IF i»=2 AND iy<19 AND si ti, 2*1101 T 
HEN u=2:60T0 210 

205 IF U=1 AND «x<!9 AND s! (1*1,2)01 I 
HEN »t=l:60T0 210 

206 IF ii-l THEN M=B:60T0 230 

207 IF i«=0 THEN i»=2:60T0 230 

208 IF i*=2 THEN si=l :GOTD 230 

209 i.=0:G0T0 230 

210 IF n=0 THEN »y=ty-2:z=z-l 

211 IF n=l THEN «x=«x*2:*=i*l 

212 IF u<8 THEN ix=ix-2(i=«-l 

213 IF u=2 THEN iy=iy*2;z=2*l 

230 slli,2)=0:FRINT CHRll22)*CHRt(ll :PEN 
6: LOCATE ix,»y:PRlNT »t$:LOCATE ix,iy*l 
SPRINT ibi 

231 SOTO 100 

232 is=0:60T0 100 

400 sc=sc*20*les 1 e=le»ls GOTO 45 



622 PRINTiPEN 6:PR1NT:PR1NT"PLEASE ENTER 
NANE" 

623 PRINT CHR* (22) -*CHR*(0) ; INPUT HI41T): 
HI (T)=SC 

630 CIS: PEN 2:10CATE 1,1: FOR T=1 TO 10:P 
R1NT TtjsNEXTsLOCATE l,2iF0R T=1 TO 10:P 
RINT Bt ; : NEXT 

631 FOR T=3 TO 19 STEP 2 

632 LOCATE l,T:PRINT Tt: LOCATE 19,T:PR!N 
T T* : LOCATE 1,T+I:PR1NT Bt: LOCATE !9,T*1 
SPRINT Bt 

633 NETT 

634 LOCATE i,21sF0R T=1 TO lOsPRINT T*; : 
NEXT 

635 LOCATE 1,22:F0R T=I TO lOsPRINT B*;i 
NEXT 

640 PEN 4s LOCATE 3,3:PRINT" ! HALL OF FAN 
EICsPEN 5s LOCATE S.AsPRINT'mmmtM 

641 FOR T=1 TO 6 

642 PEN T+l s LOCATE 3,T*2*4sPRINT HI(T):L 
OCATE 8,T«2*4:PRINT HI* (T ) s NEXT : LOCATE 4 
,23sPRlNT'PRESS SPACE*; 



IM4HI. OUT 



105 IF INKEY 131 )=0 OR INKEY (751=0 THEN x 
=x*2:xp=xp*l 

106 IF 1NKEY(39)=0 OR INKEY(74)«0 THEN x 

107 1F P !NKEY(69)=0 OR 1NKEY(73)=0 THEN Y 
»Y*2:YP=YP*1 

110 IF xp<l OR xp>10 OR yp<l OR yp>10 TH 
EN 500 

111 IF xp=i AND yp =2 THEN 500 

112 PRINT CHR* (22) »CHR* ( 1 ) : PEN 2 

113 LOCATE x.ysPRINT ttsLOCATE x,y*lsPRI 
NT bt 

114 IF sllxp,yp)=l THEN 200: ELSE IF sllx 
p,yp)=2 THEN 60SUB 670sELSE IF sl(xp,ypl 
=3 THEN 500 

115 bc=bc*l:IF be =98 THEN 400 

200 PRINT CHR* (22) *CHR» (0) sLOCATE ix.iys 
PEN 5: PRINT q«: LOCATE ix,iy*lsPRINT »t 

201 IF xp=l AND yp=z OR xp-l=i AND yp=z 

96 



500 FOR nis=758 TO 956 STEP 101: FOR v=l T 
0 15: BORDER vsNEXTsSOUND 1,11(1,-2,15,2,1: 
FOR »n=l TO 200: NEXT :NEXT: BORDER 4 
505 CLS • 1 : PEN »I,1:PR1NT 11,'immiti 
nmiHfmVOU LOST A LIFE!»**»*»»*««»* 
*«*»»♦**!•■ ; 

510 H*li-l!lF li=0 THEN 600 

511 6OT0 45 

600 PRINT CHR* ( 22) *CHRt ( 1 ! : LOCATE l,10sP 
EN 6:PRINT BANE OVER!" 

602 FOR T=1 TO 100O:NEXT 

603 CLS: IF SC<=H1I6) THEN 630 

605 CLS:T=6 

606 IF SOHKTI THEN 609 

607 T=T*1:S0T0 610 

609 T=T-1:1F T=0 THEN T=1:B0T0 610:ELSE 
SOTO 606 

610 IF T=6 THEN 618 

612 FOR Y=6 TO T*1 STEP -1 

614 HI(Y)*H!(Y-l)sHlt(Y)»HIt(Y-l):NEXT 

618 60T0 620 

620 PEN I: PEN 7 sLOCATE 1,1 SPRINT' C0N6R 
ATULATIONS" 

621 PEN 3: PRINT" YOU HAVE THE NO.'TsPRIN 
T* TOP SCORE ! *:FOR nn=l TO 4:S0UND 1,119 
,-2,15,1 , 1:S0UND 1 ,60, -2, 15, 1 , 1 : NEXT 



643 A*=INKEY*:IF A*<>‘ ' THEN 643 

644 SOTO 29 

650 FOR u=l TO le 

652 f =INT (RND( 1) *9 )*1 : g=INT 1RND ( 1 ) »9) *1 

653 IF sl(f,g)<>0 THEN 652 

654 PRINT CHR*(22)*CHR$(1):PEN 7:L0CATE 
4*2-1 ,g*2-l 

655 PRINT CHR* 1222) ; CHR* (223) : LOCATE f»2 
- 1 , g*2: PRINT CHR* (224 ) j CHR* ( 225 1 

656 si IT,g)=2:NEIT 

657 FOR u=l TO le*l 

658 f=INT(RND(lU9)*l:g=INT(RND(l)*9)*l 

659 IF si (4 ,9)00 THEN 658:ELSE PRINT CH 
R*(22)*CHRt(0) 

660 LOCATE E»2-t,g*2-l:PRINT" "(LOCATE 
4*2-1 ,g*2:PRINT" *:sl (4,g)*3 

661 NEXTsRETURN 

670 sc=st+10*lesCLS I2:PEN «2,1:PRINT 02 
," SCORE "sc 

675 SOUND 1,119,-2,15,1,1 
677 RETURN 

700 NODE 1: PAPER Is CLS 
705 PLOT 10,380:DRAH 30,380 , 4: ORAN 50,36 
0,4: DRAW 50,350, 4: DRAM 40,340, 4s DRAN 50, 
330,4:DRAN 50,320,4: DRAN 30,300,4:DRAN 1 
0, 300, 4: DRAN 10,380,4 
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707 PLOT 60,380,4:DRAH 65,380,4:DRAM 45, 
305, 4: DRAW 95,305, 4» DRAM 95, 310, 4: DRAM 1 
00,310,4:DRAN 100,300,4:DRAM 60,300,4:DR 
AM 60,380,4 

709 PLOT 120,380:DRAM 140, 380: DRAM 150,3 
70: DRAM 150,310:DRAM 140,300:DRAM 120,30 
0: DRAM 11Q,310iQRAM 110,370:DRAM 120,380 

710 PLOT 170,380:DRAW 190,380:DRAM 200,3 
70: DRAM 200,350:DRAM 190,350:DRAM 190,36 
OiDRAM 180,370:DRAM 170,360:DRAM 170,320 
: DRAM 180,310: DRAM 190,320 

711 DRAM 1 90 , 310: DRAM 200,330:DRAM 200,3 
10: DRAM 190,300:DRAM !70,300:DRAM 160,31 
0: DRAM 160,370:DRAM 170,380 

712 PLOT 210, 3B0: DRAM 220,380: DRAM 220,3 
00: DRAM 210,300:DRAM 2I0,380|H0VE 240,38 
0: DRAM 250,380:DRAM 250,370:DRAM 220,330 
: DRAM 220,340: DRAM 240,380 

713 PLOT 240,300:DRAM 250 ,300: DRAM 250,3 
10: DRAM 220,340:DRAM 220,330:DRAM 240,30 
0 

715 PLOT 270,340,7:DRAM 280,350,7:DRAM 3 
10, 350, 7 i DRAM 320,340,7: DRAM 310,330,7:0 
RAM 280, 330, 7: DRAM 270,340,7 

716 PLOT 30,270,2:DRAM 50,290:DRAM 90,29 
0: DRAM 110,270:DRAM 110,I50:DRAM 90,130: 
DRAM 50, 130: DRAM 30,150,-DRAM 30,270 

717 HOVE 40,260: DRAM 60,280:DRAM 80,280: 
DRAM 100,260:DRAM 100, 160: DRAM 80,140:DR 
AM 60,140:DRAM 40, 160: DRAM 40,260 

718 PLOT 130,290,2:DRAM 150,290:DRAM 150 
,170:DRAM 170,150:DRAM 190, 170:DRAM 190, 
290: DRAM 210,290:DRAN 210,150:0RAM 190,1 
30: DRAM 150,!30:DRAM 130,150:0RAM 130,29 
0 

719 PLOT 230,290: DRAM 320,290: ORAM 320,2 
70: DRAM 290,270:DRAM 290,130:DRAN 260,13 
OiDRAM 260,270;DRAM 230,270:DRAM 230,290 

720 PLOT 340,380:DRAM 370,380: DRAM 370,1 
80: ORAM 340, 180: DRAM 340,3B0:PL0T 340,16 
0,4: DRAM 3?0,160;ORAM 370,130:DRAM 340,1 
30: DRAM 340,160 

725 PEN 7: LOCATE 30,2:PR1NT'BV J.PUGW:L 
OCATE 30, 5: PRINT CHRi 1 164) ; : PRINT* JAN. 8 

6* 

726 PEN lOiLOCATE 25,7:PR1NT'1) INSTRUCT 
IONS’;: LOCATE 25, 1 0: PRINT*2) PLAY’ 

727 IN$=INKEYI|1F INIO’I’ AND 1M$<>"2* 
THEN 727 

728 PRINT CHRI (7): IP 1H*=’1* THEN 740 

729 LOCATE 30,11:PRINT’ENTER ’: LOCATE 30 
, 1 2: PRINT’STARTINB’ : LOCATE 30, 13:PRINT“L 
EVEL* tLOCATE 30,15:PEN 10: PRINT* 1 1-9) * 

730 AI=INKEYI:A=VAL(AI):1F A(1 OR A>9 TH 
EN 730 

731 LE=A:80T0 30 

740 CLSiPEN 7: LOCATE 15, 1 :PRINT"BL0CK<>0 
UT’iPEN 10: LOCATE 15 , 2: PRI NT •»»***»*♦«♦• 
742 PEN 7 : LOCATE 2,5iPRINT’6uide Arnold 
astronaut around the zone* 

745 PRiNT’of blocks, colouring thee blue, 
collecting the precious diaeonds and avo 
iding the holes 6 eutant spark.’ 

746 PRINT:PRINT* If you coee into conta 




AMSTRAD 



ct with this sp-ark or stand horizontal! 
y neat to it, or you aalk into a hole, the 
n you lose one of your three lives.’ 

747 PRINT : PRINT* If the spark covers a 
hole or a dia- aond then it fills that 
block aith a noreal block.lt is there 
fore necessary’ 

748 PRINT’to guide the spark over soae h 
oleslthe spark cannot travel over blue 
blocks).* 

749 PRINTiPRINT’ The nueber of blocks c 
“loured needed depends on the aeount of 
holes, and you do not necessarily need 

to colour every block.’ 

750 PEN 3iPRINT* press SPACE to continu 

751 a*=INKEV*:IF al(>’ ’THEN 751 

752 PRINT CHRII7):CLSiL0CATE 5,5:PRINT’C 
ONTROLS:-’ 

753 LOCATE 19,8:PRlNT’0’iLDCATE 17,10:PR 
INT’( * >’:LOCATE 1 9, 12: PRINT'A* 

754 LOCATE 2,I5:PR1NT’ DR USE JOYSTICK 

755 PRINT; PRI NT: PRINT’ press SPACE to co 

756 al=INKEYIi!F *»<>■ ■ THEN 756 

757 PRINT CHRI!7):60T0 700 
1000 PRINT IMKEV4: GOTO 1000 
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